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fs a drought that’s a coming. Even as you read 
this, you'll notice that there is an exceptionally low 
amount of good games out right now. The rea- 


son for this is easy. Much like the year before the 





introduction of the Genesis and SNES, most third 
party licensees are producing less than average games in an effort to keep you осси- 
pied while they spend the rest of their R & D money on their big 32 bit entries. Thats 
right, the real 32 bit+ invasion is upon us. 1995 marks the end of the 16 bit revolu- 
tion and an end to much more than that. You see, this drought will affect everybody 
in the industry, even you. The question shall remain, who saved their bread, and who 
wasted it on foolish games of Lords and X-tinct characters? We can see exactly where 


the industry is headed by looking back at the tracks we have made. 


First, many companies will starve and die this year. 
Companies with less than average games, or Japan- 
bought licensee companies, can only hope to keep 
players happy while big names have problems of their 
own. Look at CAPCOM for example. They are quick- 
ly taking over Konami's place as the “has been" of the 
905. With one recycled game after another of your 
basic Final Fight/Mega Man/Street Fighter game, 
who is going to care anymore? And what was the last 
big Konami arcade game you remember? X-Men. 
And here again Capcom's X-Men just doesn't meet up 
to expectations. The funny thing is that Konami has 
now just started its comeback with a bunch of good new games for the 32 bit sys- 
tems. And what about the biggest licensee company of them all: Acclaim? Now that 
Midway has broken off relationship with Acclaim, who's left for them? Better yet, how 
do they plan to sell their crash-test dummy games to distributors without saying “we 
won't give you mortal then"? To top it all off, where will Namco go now that their 
BIG secret is out of the bag, and no one cared. How anyone could digest Street 
Fighter, Mortal, Samurai Shodown, and Killer, and only pull a rusty sword out of their 
ass /| never know. Hopefully, they will survive with conversions of the older arcade 


games. 


Video Game Magazines are definitely fighting over bread piles this year. It seems 
like there is at least опе new video game magazine debuting each month now, sport- 


ing some new look and style. The best of the bunch isn’t even an original magazine, 








but merely a carbon copy of one from Europe. Yup,the secret to making a top mag- 
azine is that you must first be around for a year, then go bankrupt at least once, and 
then you can be considered a player. You can bet that with the lack of games will 
also come the lack of advertising, which ultimately will mean starvation for many 
magazines. Fortunately for you fans, Newtype has got enough bread to keep itself 


fat for a long time to come. 


So finally, #5 time to talk about the systems. As Nintendo, Sega, Sony, and yes, even 
SNK prepare for the coming battle of the 32 bit + systems, les take a moment to 


reflect on what's really important: the games. Sony seems to be in the lead with a 





buzz already surrounding their beautifully designed Playstation. Nintendo is already 
giving hints to their debut in their arcade files. SNK is giving us the Neo Geo at an 
affordable price, but do we really care if we don't like 
fighting games? But where is Sega? Their Saturn 
came out in Japan before the Playstation and has 
been less than well-received. Once again Sega has 
tried to be the first one through the door, but has noth- 
ing to show. | just pray that the American division of 
Sega will see this mistake and correct it before the 
Saturn comes out in America. And what's with Atari? 
They've had a year's head start on Не “Next” gener- 
ation of video game systems and what have they 
done with it? Les just put it this way: "One, two, 
three, five games in a year. Do the Math!” The 3DO 
СЕ Bia me pa food teme Good 


licensees and hopefully their upgrade will work better thon the 32X. 


In the end though, it will really come down to what games a system has going for it. 
After all, do you really think Nintendo would have won the battle without Street 
Fighter | This is where it really becomes scary. No one has created that Tetris/Super 
Mario Bros./Street Fighter original game for over three years now. But at least with 
the new video game systems, there is more potential for better games. So lets recap 
as to what the future holds as of now: Sony has Mortal Kombat || and Toshinden; 
Nintendo has Mortal Kombat Ill: Special Champion Edition and Killer Instinct; and 


Sega has Virtua Fighter || and X-Men. Can you guess who's gonna win? 


Yes friends, this year will be a time of change for many in the industry, and unfortu- 
nately you, the gamer, will probably suffer the most. But fear not, my “game” has just 


begun and if we're all very lucky, the winner will be you. 


Editor Anita Chang @ Third Party 
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INSIDE MORTAL KOMBAT 3 
TOH SHIN DEN 
DEMOLITION MAN 
CRUSADER OF CENTY 
KNIGHTS OF XENTAR 
DARK FORCES 

RISE OF THE ROBOTS 
WING COMMANDER 3 
TOURNAMENT 

ALADDIN'S LAMP 
ANIME-NIA [STREET FIGHTER Il AND 
SAMURAI SHODOWN] 
LATEST RELEASES 
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FINAL FANTASY III 
CLAYFIGHTER II 

LOONEY TUNES B-BALL 

THE ADVENTURES OF BATMAN & ROBIN 
SEAQUEST DSV 

AIRSTRIKE PATROL 

PACMAN II 

TAPPER 

ATP TOUR 

KEIO FLYING SQUADRON 

RAPID DEPLOYMENT FORCE 
CONTRA HARD CORPS 

PRIMAL RAGE 2.0 

X-MEN: CHILDREN OF THE ATOM 
SAMURAI SHODOWN II 

KILLER INSTINCT 

CES COVERAGE 





SNES 

FINAL FANTASY III 
SQUARE 

RPG 

24 MEGS 

1 OR 2 PLAYERS 


tis a dark and stormy night. Two Imperial soldiers, 
equipped with magitek armor, escort a mysterious 
young woman toward the industrial town օք 
Narshe. It is said that a completely intact Esper has 
been discovered there, apparently having been 
frozen in a mine shaft over 1000 years ago during 


the War of the Magi. 


The legendary war of magic, fought with the 
power of Espers, almost destroyed the planet. In 
the process, the practice of magic was all but erad- 


icated, along with most of its practitioners. 


YANI 


ГА NEWTYPE GAMING 


Rumor has it that the mysterious young 
woman once cooked fifty magitek- 
armored soldiers in under three min- 
utes. The Imperial soldiers are not the 
least bit worried, however, as perched 
atop the young lady’s head is a “slave 


crown," a device that robs the wearer 


of all conscious thoug 


The soldiers, Vicks and Wedge, head eastward in 
search of the newly-discovered Esper, which is des- 
perately coveted by the Emperor. With the magic 
power of the Esper, the Emperor reasons, the Empire 


could enslave the world. 


Just as civilization is finally starting to make some 


progress, the temptation arises once again to revive 





the destructive force of magic. Now a repetition of 
the War of the Magi is a distinct possibility, and it 


could be right around the corner! 


That's how it all begins — an excellent story for an 
excellent game. It seems an understatement to call 
РЕ a mere video game because it's so much more. 
For one thing, the plot goes way beyond the stan- 
dardized stories of most RPGs (e.g., save the girl, kill 
the bad guy, avenge your father’s death). Instead, it 
has a complex plot, presented with healthy doses of 
humor, mystery, and irony. There are even some sad 


parts if you are thorough enough to find them. 


The characters are also well-developed. After play- 


ing the game for awhile, you come to feel that you 









know them personally. 


РЕШ is certainly the best RPG of the Final Fantasy 
series. If you are a fan of RPGs, this game is a must- 


buy, and even if you're not, it's а great place to get 


started. 


Frequently Asked Questions 
The first half of FFIll is fairly linear. You have to 
follow the story in order to proceed through 


the game. Once you've acquired the airship 
(just as in most RPGs), you have some free- 
dom to roam about and explore. 


The second half of the game, however, is very 
different. You start off with zero freedom of 
movement, but as soon as you find Setzer and 


you can do pretty much 
whatever you want. This means that there are 


the new airs! 


no guidelines or hints as to where you should 
go next... But in case you’re someone who 
doesn’t mind a few hints, here are the 
answers to some questions you may have in 


the second half of the game. 








You start with her. 


She's in Mobliz playing 
nanny to a bunch of children. She won't rejoin 


your party until later in the game. 


SETZER 

We're gonna get us another 
one... 

Rirship, that i 





here on out the game is no longer linear. You 





now have another airship with which to explore the 
new world, so you may have a hard time finding 


‘one. Some of your former party members are 








Пу well hidden, or for some reason, you just 





get to them right away. Here's how to 





Start by talking to Lola 
п Mironde. Accept her request to attach a letter to 


Follow the pigeon to Zozo. 





Continue on from there. 





Keep walking around and fight- 
ing. He'll show up sooner or later, just like before. 
Make sure you have only three members in your 


party, or he won't show up at alll 


Let's travel together! 





After the battle with Kefka on the floating continent, 
you should have waited for Shadow before hastily 
jumping onto your airship to escape. If you did wait 
for him, you will find him wounded on the floor of 
the Veldt cave. (If not, you'll find Relm instead.) 
He'll be taken to Thamasa for rest. Take a rest your- 
self at the inn. When you try to check on him, he'll 
be gone. Next, go to the Coliseum in the North- 
West and wager the Striker dirk, which you should 
have found in the Veldt cave, if you still have it. Beat 
Shadow, and he'll rejoin your party. Now if you 
didn't wait for him...well...don't waste your time 


searching—you won't find him. 


zone Eater 





Fly your airship to the northeastern- 
most island which is shaped somewhat like a tri- 
angle. Walk around and fight until you encounter 
an enemy called a Zone Eater. Do not kill him, 
but do let him suck you in. When your entire 
four-member party has been sucked in, you will 


appear in an underground area. Start searching! 





If you 

did save Shadow on the floating continent, you'll 
find Вет directly in Owzer's house in Jidoor. If you 
didn't wait for him, you'll find her wounded on the 
floor of the Veldt Cave. She'll be taken to Thamasa 
instead, and in the morning, after a night at the inn, 
when you go to check on her you'll find that she left 
for Owzer's house in Jidoor. Look at all of the paint- 
ings in the rich man's house, and you'll know what 


to do from there. 





Go to the Cult of Kefka Tower and make sure you 
have Кейт in your four-member party (Strago will 
not even acknowledge you without her). Talk to 


him and he'll join your party. 


Go back to the caves 
through the secret entrance Locke showed you 
at the beginning of the game. Find the cave 
where all the moogles were walking around 
and saying, “Коро!” There you'll find Mog, 
the talking moogle. Не join your party and 
tell of a sasquatch (Umaro) that will obey his 
orders. Before you go, however, check the spot 
where the moogle was standing and you'll find 


the moogle charm relic. 
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Exit the cave and 
head north through the town into the other 
caves. Go into the first opening to the right 
and continue on. You'll come across the Ice 
Dragon and the Esper, Tritoch. Jump down 
over the gap in the cliff and search for the 
bone statue. Before doing any of this, make 
sure Mog is in your party or you will not get 


the sasquatch. 


MOG: Pm your boss, Киро! 
You're gonna join մ 





By now, you should have visited the Coliseum 
and talked with the soldier who advised you to 
talk to the Emperor twice. He's referring to the 
portrait of the Emperor in Owzer's house. Do so 
and you'll learn of the Emperor's secret trea- 
sure. It's in a star-shaped mountain. (Think 
about it... where there's a treasure, there's 


bound to be a treasure hunter!) 
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With Cyan in your party and any three other 
characters, go to the bedroom with four beds in 
it on the western side of the castle. When you are 
asked, "Need a rest?" answer, "Yes." In the mid- 
dle of the night, the Three Dream Stooges will 
invade your room and steal Cyan's soul. Hop into 


his dream and save him. It's worth the effort! 








With Strago and Relm in your party, walk nose- 
high right into Thamasa. Relm will pop out of the 
party and say, "It's like old times!" From there you'll 
know what to do. Now it's time to venture north to 


Ebot's Rock. 


After talking to the soldier at the Coliseum, you 
should think about the portrait in Owzer's mansion. 
The soldier said to talk to the Emperor twice. Put 
two and two together -- try looking at the portrait 


of the Emperor twice and you will learn of a secret 


location where the Emperor hid 


а great treasure. 


With Gau and Sabin in the 
party, visit the crazy old man 
who was always looking for 
someone to fix his stove, clock, 
chair, etc. Doing so will give 
you clearer insight as to exact- 


ly who Gau is. 


Up until now, if you paid attention to the story, 
you would think that the great martial arts master, 
Duncan (Sabin's mentor), was dead at the hands 
of his own son, Vargas. Not true. If you speak with 
Duncan's wife, she'll explain that he's merely 
meditating north of Narshe. The key is to look for 
five pine trees in the shape of an "X" and walk 
into the center tree. Remember, you must have 


Sabin in the party. 


TThis powerful dragon (not one of the eight dragons) 
attacks you in your airship when you least expect it. It 
seems like he's indestructible because after an HP-drain- 
ing battle, he escapes! Not to worry though, his HP does 
not regenerate after each battle, unlike other enemies. 
You're just going to have to wear him down before you 
defeat him. By the way, if you do defeat him, you receive 
the Magicite "Bahamut." 





Needed 


WWith Sabin and Edgar in the party, return to Figaro 
Castle. Spend a night in the bedroom and learn why 


Sabin renounced his throne. 


WHERE ARE ALL OF THE MAGICITE 

SHARDS? 

1, Ramuh-Zozo, when you find Terra. 

2. Kirin-Zozo, when you find Terra. 

3. Siren-Zozo, when you find Terra. 

h. Stray-Zozo, when you find Terra. 

5. Infrit-Magitek Factory. 

6. Shiva-Magitek Factory. 

т. Unicorn-Magitek Research Center. 

8. Maduin-Magitek Research Center. 

9. Shaot-Magitek Research Center. 

10. Phantom-Magitek Research Center. 

п. Carbunkle-Magitek Research Center. 

12. Bismark-Magitek Research Center. 

13. Sraphim-Tzen. 

14. Alexander-Doma, after saving Cyan’s 
soul. 

15. Fenrir-Mobliz, after the battle with 
Phunbaba 

16. Palidor-The beach on Celes’ island 

17. Golem-For sale in Jidoor’s auction house 

18. Zoneseek-For sale in Jidoor’s auction 
house 

19. Starlet-Owzer’s house, after defeating 

Chadarnook 

20. Tritoch-Narshe, north of battle field 

21. Terrato-Narshe, down the cliff Tritoch 
opens after defeating him. 

22. Phoenix-The Star-Shaped Mountain 


23. Odin-The Under-ground Castle 


24. Raiden-Return to Under-ground Castle. 


Find Blue Dragon and defeat him. 

25. Ragnarok-Narshe’s weapon shop. Must 
have Locke in party. 

26. Bahamut-Keep flying around in your 
airship. Find and defeat Doom Gaze. 


27- Crusader-After defeating all eight dragons. 








After killing this trouble-causing dragon 
in the opera house, you learn that he is 


only the first of eight. 


While searching for Cyan in Mount 
Zozo, inside a cave, you should see a tile just south 
of a treasure box that you cannot reach. Step on 
it, and the treasure box will open, releasing the 


Storm Dragon. 





Head into the Northern part of town, and onto the 
maze-like battle feild where earlier in the game you 
defended the Esper from Kefka and his troops. This 


little critter will be wandering about aimlessly. 
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4. Red Dragon: The Star-Shaped 
Mountain 
If you make it all the way through the mountain, 
you should see a long stairway leading up to a 
treasure box. The Red Dragon will be near the 
bottom of the stairway, appearently guarding 


the treasure. 





5. Blue Dragon:Under-Ground Castle 


Return to Figaro Castle. Talk to the man by the 
engine room and tell him to 
take you back under the sea. 
The castle will hit something 
just before you reach the 
ocean. Now would be a good 
time to stop and explore. Find 
the dungeon in the castle and 
go through the open cell. 
There’s a whole new area to 
explore. When you find the 
thrones, take five steps south 
of the one on the right, and 
press “A” to reveal a secret 
passage where you'll find the 
Blue Dragon. 

6. White Dragon:Cult 
of Kefka Tower 
He's somewhere inside of the tower—yov'll know 
him when you see him. 

7. Gold Dragon:Kefka's Tower 
In Kefka's Tower! 

8. Skull Dragon:Kefka's Tower 


Also in Kefka's Tower! 


TIPS 

At the coliseum, try wagering the following items: 

Striker (you will still fight Chupon, but not for an elixir) 

Megalixer (you can fight the Sigfreid fraud, but be warned—he's 


not a pushover!) 


An excellent place to fight for experience points is the round patch of trees 
in the North (in the second world). You must have the air-ship before you 
can get here though. 


Having trouble killing the tough enemies and bosses? Think back to the 
classroom at the beginning of the game. You were told that anyone invisi- 
ble cannot be touched by weapons, but is extremely vulnerable to magic. 
Why don't you try casting “vanish” on your enemy, even a boss, then see 


exactly how vulnerable they are to the "doom" spell. 


Keep flying around in your new airship to find DoomGaze. Usually 
after a brief battle, DoomGaze will flee, but don;t worry, his HP doesn’t 
regenerate after each battle. You just have to fight him a couple of times 
before you beat him..or do you? (Пе vanish-doom technique 


described above is a great way to kill DoomGoze and receive the 
N 


Magicite “Bahamut” much earlier in the game!) ը 
ՏՏ МАЗ 








SNES 
CLAYFIGHTER 2 
INTERPLAY 

VS. FIGHTING 
ТОК 2 PLAYERS 
24 MGS. 


AVAIL. NOW 





hose zany, clay fighting characters 
are back in an almost completely new 
game, and they're no longer the 
cutesy-wutesy blobs of clay you may 


recall. 


If you're expecting to see the friendly circus-like sur- 
roundings of СЕТ, forget it! In Clayfighter 2 the 
attitude is more on the rough-and-tough side. The 
happy circus music has been replaced by Rock-n- 
Roll, similar to what can be found in Rock ^n Roll 
Racing. The characters have even been remodeled 


to look a lot meaner and they do look meaner! 


CF2 offers eight characters from which to choose. 


Only three are from the original Clayfighter, the 





other five are completely new. (This is great! You 
don't have to ignore your old CF1 cartridge if you 
own one because this is really a different game.) 


The new characters include Kangoo (a boxing Кап- 


garoo), Googoo (a baby with a bad temper), 





o ers carne 






Octohead (an octopus with eight arms and a head), 
Nana man (a banana with a bad attitude), and last, 
but most definitely not least, Hoppy (a rabbit who must 
have been created by a BIG “Arnold Swartszeneger” 
Քոլ). All of the original characters from СЕТ, Blob, 
Bad Mr. Frosty, and Tiny have plenty of new punches 
and kicks. As for their special 
moves, they're all the same, so 
there's nothing new to figure 


out for them. 


As for CF1, it had a few prob- 
lems. One was the aerial jab 
punches and quick kicks. Take 
Ickybod Clay for example. IF 
the other guy was in the air, all 
you had to was jump towards 
him and press the quick kick 


button for four hits. There 








opponent's vitality. (Try this out on the last boss and 


see how many hits it delivers!) This kind of killed 
gameplay, but fortunately, it has been fixed 
Another problem in CFI, there 
was no way to tell whether you did a real combo 
or if ће computer simply didn’t block. In CF2, you 
hear "wow" or "awesome" after a combo. 


Although you don't know how many hits you deliv- 


ered, you do know you did a 
real combo. Also the game 
was kind of slow. CF2 offers 
a speed setting (1-4), which 
today is almost a standard 
among the most popular vs. 
fighting games. 

Another 
thought worth mentioning 15 
the elaborate backdrops in 
СР. էշի: very ДЪНКИ 
and wonderfully detailed, 
even more so than in Clay Fighters: Tournament 
Edition. Some stages even have foregrounds. 


They look great, but can be a hindrance as you 
















cannot see your fighter or your opponent some- 


times. At any rate, you are given the option to turn 
them on or off. 

CF2 has great humor, an 
attribute found in most interplay games. 
("Rabbit punch/Dragon punch," “Diaper 
uppercut/Tiger uppercut," get it?) 
Unfortunately, CF2 doesn't posses the 
originality of its predecessor. Back in '93, 
CFI was the first vs. fighting game to use clay 
animation. Today clay animation is nothing 
special, and certainly nothing new. Also, as 
you may have expected, 
clay animation is usually 
accompanied by a lack of 
animation frames. This is 
present in CF2, but anima- 
tion isnt — everthing 
There's still the excellent 
graphics, great sound 
effects, rock-n-roll music 


and,most important, killer 


gameplay! 


Еа" 
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e An unlimited number of levels, from the beginner 
level, where the computer emulates human behavior 
by making mistakes before fighting for the lead, to 
the world championship level. 

е The chess engine of Virtua Chess has been the 
Chess World Champion. 

е This engine, written in assembly language, is 3 
times faster than Chessmaster 4000™ and Kasparov's 
Gambit™. This means that it will analyze 3 times more 
moves than the competition in the same amount of 
time. 

е Virtua Chess will analyze your saved games while 
you sleep and advise you on the best possible move 
in the morning. It will even think when it is your turn 
to play, therefore using your time to find its best 
move. 

е lt features а large library of classic moves and 
game openings. However, you can disconnect access 
to the library. 

• All recognized Chess rules are supported. 





First Name : 
Address 


City :. 


Order now and save 555. The first 1000 copies of Virtua Chess will be sold for only $39.99, ten dollars off he retail price 
To receive one of the first 1000 copies of Virtua Chess at our special introductory price, please fill in this coupon 

and return with your payment of $39.99 to : Titus Software Corporation, 20432 Corisco Street, Chatsworth, CA. 91311 

(A demo CD-ROM is available for $10, which is deductible from the regular price when you decide to buy.) 











Chess level : 





Լ | Beginner 





Credit Card (please select one) : 








Credit Card : 





| want to receive a copy օք: | |Virtuo Chess for CD-ROM ($39.99) 


Please allow 6 to 8 weeks for delivery. 





This game has all you 
ever dreamed of and more... 


• A unique 3D representation that allows you to 
choose in real time your best view angle, lens type and 
zoom. All 3D chess pieces were Silicon Graphics™ 
modelled. 

• А very fast and user friendly window environment 
supporting high resolution VGA & SVGA cards fully 
compatible with all DOS and Windows computers 
(from 640x480 in 16 colors VGA to 1024x768 in 256 
colors SVGA/VESA]. 

e Featuring four highly styled and recognizable pieces 
in three sizes. 

© Real հոծ display of the opening library used, of the 
best move found by the engine, and evaluation of the 
current position. 

e Automatic saving of the game and the entire window 
environment on your hard disk when quitting. 

e All the moves may be entered directly on the 
keyboard (ex: g1Í3 or МВ), with the mouse or with the 
Saitek PC Auto Chessboard™ (sold separately). 






Last Name : 











Family Լ | Championship 
Ат Exp Լ Visa 
Expires : / / 





| ] Virtua Chess demo for CD-ROM ($10.00) 


With Over 5 Years 
in Research 

and Development, 
Titus has Produced 
the Most Advanced 
and Powerful Chess 
Game to Date. 


е Ше most gameplay options: 


« Play with your friends and colleagues utilizing the 
network option (using IPX). 

« Modify the strategic thinking parameters of Virtua 
Chess, thereby increasing your chances (although this is 
cheating...). 

е Search of Check-Mate. Virtua Chess is able to find 
Check Mate positions well in advance and in օ glimpse. 

е Cancel option allows you to change any previous 
move and continue from that point, or to move 
backwards and forwards through the game. 

օ Sounds are optional to allow for greater concentration. 





е Virtua Chess will automatically access all the 
available RAM of your computer. No installation 
necessary. No memory manager required. Nothing to 
change in your current configuration. 

You will be playing directly from your CD ROM drive 
while saving your game onto your hard drive, 

е Minimum configuration: 3865Х16 with 2 Megabytes 
о RAM, a VGA card and a mouse. 

e Recommended configuration: 486DX33 with 4 
Megabytes of RAM and a VESA driver. 

Best configuration: Pentium with 8 Megabytes of RAM. 


Update service : 

Virtua Chess will constantly 
be updated with new versions 
improving its already 

advanced game play and 
options. Please refer to the 
registration card inside each 
game for more information, 


©1995 Titus Software 

Corp. Virtua Chess, Titus 
and the Titus logo are 
trademarks of Titus 
Software Corp. Silicon 
Graphics, DOS, Windows, 
Kasparov's Gambit, 
Chessmaster 4000, Saitek, 
and PC Auto Chessboard 
are trademarks of their 

E respective owners. 


Լ Pro 
Master Card 






















unsoft, the company known for 
bringing most Warner Bros. car- 
toon games to home systems, is 
on a roll. Due to the fact that 
their WB cartoon licensing contract is 
about to expire, Sunsoft is creating an 
entire WB cartoon catalog of games. 
We focus here on Loony Tunes B-Ball, 
the first cart from this line-up sched- 


uled for release. 


“What's Up, 
Doc?” 

After a long day under the hot studio 
lights, the cartoon actors need a 
break. Bugs suggests b-ball, and they 
all agree to go at it in a game of hoops (today, 


every game needs a storyline). 


LTB-B clearly bor- 
rows many of its 
concepts from 
NBA Jam. You 


have your basic 





shoot, pass, and 
turbo buttons (possibly the new standard in basket- 
ball video games), along with a few new features 


Ծ spice up the gameplay. 


[uocis ЩЕ 


Wackiness Counts 


In your team’s lower corner of the screen, there is a dis- 



















play of a certain amount of money, your money, which 
you spend (some of it) whenever you do a “wacky 
move.” There are two types of wacky moves. One type 
requires that you select an item from your corner of the 
screen and press the 
“X” button; the other 
consists of specific 
control pad combi- 
nations similar to 


those found in SF II 





and MK |. For example, inputting “right, down, left, R^ 
calls the ball to you when it turns into a dog. X, X, X, 


R" makes you invisible. Understand? 





he ingenious code hunt screen (actually an Acme 
blue print of an SNES control pad) helps you Епа 
secret codes without the hassle of looking for 


them while playing the game. 


In the options menu, Негев a “wacky meter" that allows 
you to set the wackiness level from 1 to 5, with 1 being a 
pretty normal basketball game (if you consider cartoons 
playing basketball normal), and 5 being almost complete 


chaos. Instant replays (finally, ones with sound!) are also 





available — a great idea because in this ridiculous game 


there are plenty of things worth watching again. 








Another cool feature is that any character can 
transform into any other character at any time dur- 
ng the game, and thereby acquire the attributes of 


Фа! character. For example, you could temporarily 





orm into Marvin Martian to take advantage 
of his excellent 3-point ability. After a while, your 
chorarcter automatically reverts to his original 
form. (Keep in mind that changing into other char- 
acters costs money. 
So in a way, every 
character is like 
Shange Tsung — 


they're available 





for a price.) 








Code Hunt 

Searching for codes can be a real pain in the 
s&$*l* when 
yov're trying to 
play the game. 
Fortunately, a 


"code hunt" option 





has been incorpo- 
rated into the game. You simply go to the code hunt 
screen and press away. Once yov're satisfied with 
the codes you've found, you can go right into the 
game and try them out, or use them against friends 


(or enemies) in a 2+ player game. Extremely useful! 


The Competitive 
Edge 

Acclaim’s NBA Jam:TE may face some pretty stiff 
competition from 
Looney Tunes B- 
Ball! Just judge 


for yourself. 





as 


SNES 

THE ADVENTURES OF 
BATMAN AND ROBIN 
KONAMI 

ACTION 


16 MEGS 
1 PLAYER 
























К. daLuz 
s the cartoon formerly known as “Batman This cart offers a wide range of modern gameplay 
the Animated Series,” censors considered options with an interrelated and challenging combina- 
it to be too violent for children. A new car- tion of action, puzzles, and riddles. Throughout the lev- 
toon with somewhat less violence had to els, it is essential to figure out which weapons to use 
be created. Thus, “The Adventures of and where to use them. 


Batman and Robin” was born. As the well- 
known name of the cartoon was changed, 


so was the name of the video game. 


As usual, Konami has successfully come aboard 
with another hit. At first glance The Adventures of 
Batman and Robin may look like your typical beat- 
'em-up (a la Double Dragon), but wait — #5 so 


much more! 
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Given what he's up against, #5 fortunate that Batman 
has an arsenal of weapons at his disposal, including a 
grappling hook, plastic explosives, stars, smoke 
bombs, and a spray gun. Other equipment is also 
available to aid Batman in his missions. If anything, all 


this makes for a nearly flawless game! NT 





In addition to excellent gameplay, the animation 


has been beefed up for every character, so they 







move just as smoothly as in the cartoon. The music 

too is as twisted and diabolical as the 

And since Konami is a virtual 

of special effects, you can E. 
+ 


outstanding as well. 





SNES & GENESIS 
SEAQUEST 
TH-Q 
ADVENTURE 

8 MEGS 

1 PLAYER 


The first time | saw this game, | thought it was going 
to be another adventure game. Unlike other adven- 


ture games, SeaQuest is in a league of its own. 


The object of this game is to complete a number of 


missions using different underwater vehicles. Each 


vehicle has a specific purpose. 





To begin the game, you've got to display your launch 


bay and decide what vehicle you'd like to use for your 
first mission. | chose to use the Stinger. The Stinger 
is a small attack sub that can move and fire in any 
direction. As | shot my way through the gray coral to 
create a passage big enough for the Crab, | was able 


to locate the exploration vessel. The exploration ves- 





sel was occupied by two people in need of rescue. 
| then realized that | needed to have the Crab in 
order to make passage to the exploration vessel. 


The Crab was the only vehicle equipped with a 


docking hatch; a feature which enabled me to save 


those passengers. 














TIPS AND ST 





ATEGIES: 





И When you encounter the second mini-boss (the 
giant robot), stay in the exact center of the screen 
and fire upwards. Even with your weakest 


weapon, you'll destroy it before it touches you. 


(И Make sure the Stinger makes a hole big enough for 
the crab to pass through. Also check for sunken 


treasure. 


(И The next mission was to locate а WWII airplane 
and recover the plutonium on board. For this mis- 
sion | chose to use the Sea Truck. Unlike the Crab, 
this vehicle can not only hold items, but it can also 
fire torpedoes and release mines 


(И Demolishing other vehicles will make it easier to 
pick up the plutonium. 


ЦИ The next mission proved to be more challenging 
than the first two. In this mission | was challenged 
to meet the SeaQuest. | was automatically 
assigned the Speeder. The speeder is a fast and 
heavily armed defense vehicle. This vehicle con- 
tains torpedoes and has a super power heat seek- 
ing missile. | used this vehicle to pave my path to 
the SeaQuest. On my journey to the SeaQuest | 
encountered drug smugglers who were determined 


to stop me from reaching my destination. 


(И Hold down both the torpedo and the plasma but- 
tons to maneuver your way to the Sea Quest. The 
torpedoes will hit what is in front of you and the 
heat seeking plasma missiles will hit any other 
vehicles around you. Remember, all vehicles have 


օո unlimited amount of ammunition. 


W The most challenging mission | completed was a 
race against time to disarm city security systems. 
For this mission | chose to use Darwin and the HR 
Probe. These were the only vehicles that could 
activate the power and security switches. 


UV. The colors of the switches are the key fo turning off 
the system. Once you have the correct color com- 
bination, the switch will turn black ond you'll 
silence the power motors, Once you've turned off 
the motor for one switch, continue to the next set of 
switches until all eight switches have been deacti- 
vated, This mission is good practice for Darwin 
and HR Probe use. In the upcoming missions you'll 
be using these vehicles a lot! 


И To easily beat the last form of the final boss in the 
jungle stage, use Browny's Gemini scatter. It caus- 
65 ап unusually extensive amount of damage in 


this scenario. 


V/. IE you want to proceed very far into the game with 
two players, never have the second player join in 
when you're playing а one-player game, because 
every time a second player joins in you lose one of 


your lives 
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power-mad terrorist, Zarak, is try- 
ing to control the Persian Gulf, an 
area of vital strategic importance to 
all oil-consuming nations. U.N. 
troops and ground forces have 
been sent in to put a halt to the 


madness, and now war has broken out. 


As a member of the A.S.P. (Air Strike Patrol), you 
have been assigned to assist the U.N. ground 
forces. Flying from area to area, it is your mission 


to destroy enemy tanks, radar bases, air fields, shel- 


ters, and even SCUD missile launchers. 
















AIRIS TRIKEPATROL 





The government has given you three jets from 


which to choose. There are two F-15 Strike 
Eagles, each with 20mm cannons and after- 
burners. One has AGMs (air-to-ground mis- 
siles), good for killing enemy ground forces. 
The other has AAMs 
(air-to-air ^ missiles], 
effective in taking out 
enemy jets. The third 
option is on А-10 
Thunderbolt II, which is 
slower than the others, 
but handles better. It has 
a 30mm cannon and 
smart bombs (which, 
unfortunately, do not 
lock on enemies), but no 


afterburners. 





The game plays similarly to EA's Strike trilogy 
(Jungle, Urban, and Desert). Basically, you bomb 
almost-defenseless land enemies at a 45-degree 
angle while they try to shoot you down with their 


pathetically slow bullets and shells. 


You are given a time limit to complete your mis- 
sions. Each sortie (each round) to a given area 
takes approximately six hours (five real-time min- 
utes). Afterwards, you get a report on how many 
enemies you've killed. The more, the merrier! You 
also have a “save game” feature so you don’t 
always have to start over. This is your chance to 


truly be all that you can bel! 





Bomb 
with the B-10. 


your 


Lock onto 


ground forces and fire 


away. 


Lock onto enemy jets 


with AAMs. 


Sometimes 
will lock onto 
U.N.'s Cyour 


forces. 


ground 


careful! This is not a 


time to be 


happy- 





enemy 


enemy 


your jet 


team's) 


trigger 
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Bust-A-Move is the You can play alone or 


new puzzle solving split the screen to bust 

game that will have you a friend. There's even a 

busting for hours. Line handicapping option 

up three of the same so the whole family can 


color balloons and bust play. Find out what TV 
them before they come was invented for and 
towering down. Bust-A-Move! 


Taito America Corporation 


SUPER NES 
PAC-MAN 2: THE NEW 
ADVENTURES 
INTERACTIVE 
CARTOON 


1 PLAYER 
16 AEGS 
AVAIL. NOW 





Dan Thomas Macinnes 


ac-Man 2 is a huge surprise. 
Ingeniously original and wildly 
hilarious, Namco's latest SNES 
effort delves into a genre all its 
own: օո interactive cartoon in the vein of the 
Warner Bros. cartoons. Don’t confuse this with 
action/platform titles. Pac-Man 2 is composed of 


animated characters who freely interact indepen- 





dently. Pac-Man moves around all on his own; 


your role is relegated to that of attention-getter. flattened, knocked and smashed around simply for the 

Armed with a slingshot and a voice, you can point sake of a good laugh. In the park, for example, Pac 

Pac-Man in the direction you want him to go and hops a skateboard and rides it until he hits a rock and 

knock things around. smacks into a tree. 

Throughout the game's four “episodes,” Pac-Man And Pac's reactions are never the same. Depending 

is sent on a variety of errands, but those goals are on what mood he's in and the direction from which 

largely secondary. Your control is secondary. The he's walking, you'll see several different hilarious 

humor is primary. The designers seem to have reactions. The balloon stand, the music store and the 

approached each screen with the thought "How grumpy neighbor's house are the funniest scenes. The true draw of Pac-Man 2 comes from dis- 
many jokes can we get out of this?" Pac-Man gets You'll laugh ‘till you cry! covering all the game's secrets and freely 


experimenting with the environment. The 


This is a game that's game’s length is just right. If the game was any 
perfect to play with longer, the humorous action would begin to 
а group a friends get redundant and if it was any shorter, the 
who have օո player would feel cheated. 


evening to burn. 
The casual pace will 
only pose а prob- 
lem if yov're one of 
those button thom- 
pers who pound 
buttons as fast as 


possible. You know 





who yov are. 





LEVEL PASSCODES 


EPISODE 2 - FODWW5W 
EPISODE 3 - GOGT57Y 

EPISODE 4 - GOFWVZ6 
PAC-MAN DIRECT - PCMNDPW 
MS. PAC-MAN DIRECT - 






MSPCMND 
Anyone who reads NewType knows that we 

TIME TRIAL CODE - TRLMDPW 
don’t heap praise on many games, but Pac- 


Man 2 is one of the worthy. The concept is 
IN TIME TRIAL MODE, YOU 


new, the humor is intelligent and the appeal 

RACE THROUGH THE TWO MINE 
is universal. You 

CART AND TWO HANG GLIDER 


even get to play 9 


$CENES FOR THE 
Pac-Man and Ms. Վ Թ 


MOST COINS 
Pac-Man in an 
COLLECTED AND 
arcade! This is 
BEST OVERALL 
hands-down one 
TIME. 
of the best elec- 





tronic games of 
1994 and |լ 


take this over 


կ 
^ 
i 
å 


those stupid mas- 


со! copycats any 


duke Posi rnt mca o zc A o mi 


Мт бое Aiar Aia Ai Պայ «ար Պալ Պաղ «պոլ ^ m 


The only real flaw is that the designers some- 


how saw fit to saddle this slapstick comedy 





with a melodramatic villain. Ever the typical 
video villain, the character of the Ghost Witch 
is simply out of place. An appearance only in 
the game's final episode throws a curve ball of 


unnecessary seriousness into a field that does- 





n't take itself seriously. Even the ghosts aren't 
true villains. You chuckle at their disguises 
when they try to trap a Pac-Man who may be 


too angry or too depressed to even notice. 


Е 2 






























OLDIES BUT GOODIES... 
ay back in the days 
when video games 
weren't about awesome 
graphics, killer music, or 
complex gameplay, they 
were about just one 
thing — FUN! Before there were ultra com- 
bos and supreme competition, it was simply 
the possibility of achieving ever-higher levels 


and scores that kept a player coming back 


for more. 
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Tapper is one of the all-time classic games of old 


with its straightforward gameplay and cutsie 
theme. The object of Tapper is simple: serve cus- 


tomers drinks. 


You begin the game in a bar, serving beer to 
thirsty customers and listening to the band play. 
In the second level you find yourself on the lawn 
by a sports game serving drinks to fans and 
players. The last level consists of a space-age bar 
where aliens who could 
drink down Norm are 


your customers. 


After you complete all 
three stages the game 
goes into a loop pattern 
and you basically keep 
serving drinks until you 
die. Sounds kind 
whacked out, doesn't it? 
Well, yes, maybe, but 
even after more than ten 
years and dozens of 
video game innovations, 


Tapper is still an extremely fun game to play. 





0125) N01 visi 





ust out for the Genesis is 
SEGA's worthy sequel to their 
almost-popular  Wimbeldon 
tennis game. While the graph- 
ic engine in ATP Tour remains 
somewhat similar, the game- 


play engine has been vastly improved. 





GENESIS 
ATP TOUR 
SEGA 


SPORTS 
MEGS 
1-4 PLAYERS 







You can play any one of over twenty different ten- 
nis pros. From Sweet Pete Sampras to the Living 
Legend, John McEnroe, they are almost all here. 
Notably absent are the tres chic shield boy, Andre 
Agassi, and “just lose,” #5 Jim Courier. Instead, 
you get some famous old-timers like Rod Laver and 


that “cool” commentator, Fred Stalie. 





Unfortunately, there are no playable women in the 
game. Perhaps SEGA will release a new version 
next year which includes the likes of Martina 
Navratilova, Chris Evert, and the current shining 


star of women’s tennis, Steffi Graf. 
Features of the game include the ability to change 


ball speed and playing surface (clay, hard court, 


or grass). If you've got a multi-tap, this makes for 


one intense four-player game. 
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hand, is a 
genuis with a 
hilarious voice. 
The levels are 
funny and can 
be as different 
as night and 
day. The graph- 
Tyrone Rodriguez " / Mics suit the game 


well and while 






ami, a down-to-earth d 
not producing 





teen who lives with her 
Grandfather and standard-setting images, they are well-drawn and 


Grandmother has been sent on a quest. You see, have many layers of parallax scrolling. The intro- 


there were once these great and powerful aliens duction and finale animations are cartoon 


from whom Rami is descended. They left a 


lity (about fifteen fr. d]; and 
key which allegedly unlocks a fantastic S o y оц за у t h a t y оц ^ iy ë d аи A "a засопа Ron 
treasure, but it was stolen Кот Rami's w о п 9 t p | a y K e i о ս ո t i | you won't find any two-dimensional “cut and 


home by Dr. Pon. Now Rami's paste" animation during these sequences. The 


š 
Grandmother blames ће whole incident YOU See pigs f | у ? music is listenable: and well orchestrated. 


on Rami | she was at the local Qwik-E- : Е 
Keio's soundtrack has it all, from fast-paced 
Mart when the pilfering of the key occurred). 


Coeced by Grandma, Rami and Spot, the family tunes to classical concertos. 


dragon must retrieve the key from the raccoon listening to Rami utter different 


genius or face starvation. That's Grandma's ulti- Japanese phrases during game- 


matum. Have fun. A E 
play is funny, especially if you 


understand what she is saying. 
You've got to bob and weave through seven of the 


wackiest stages this writer has ever had the plea- 


(Tips and Tricks 2) 


sure of beating. Did you think Parodius was funny? Laws of the Flying Squadron 


Forget it! Keio blows it's surrealistic butt out of the 


water. So you say that you won't play Keio until 
ye оу re You can select the hit area in the 





igs fly? Well, they will. JVC did them- 
you see pigs fly? Well, they wi а пет option screen. While it is possible 


ի d SEGA CD і leasi 
ae ո MAC to have it at high (Ramis chest), mid (Кат! knee), 


Keio stateside. 
or low (Spot's stomach) levels, it's best to leave the 


Keio is littered with 
49700 
zany enemies and 
characters. Rami, 
herself is a bouncy, 
bubbly twenty - 
year-old, and Dr. 


Pon, on the other 





GHOST FIGHTERS 








hit area at mid. Unless you know what you're 
doing, you might become trapped at the top of the 
screen with the hit area being at the lowest level— 


not good. 


The most convenient slow and fast speeds are 2 
and 4, respectively. ІЁ you can handle 5 that's 
great, but you may get out of control in some lev- 


els. 


Difficulty curve from easy, to normal, to difficult, 


change the А! and velocity of their projectiles. 


If you desist from shooting for a short period of 
time two small dragons will materialize. Once they 
yell something, out you may continue shooting 
away. They are your "ghost fighters;" they also 


serve as Rami's kamikaze attack. 


When shoot the "Power-Up" enemies they leave a 
present behind in the form of firepower. The rapid 
shot is much better than 
the triple shots for three "авав 
reasons: its faster, 
stronger, and doesn't 
take nearly as long to 
get to full power. As for 
secondary weapons, 
the mini-dragons are 
the best. They are heat-seeking and can be quite 
useful. The ground bombs агеп bad, but they 
don't carry much of a punch. Totally ignore the 


eight-way spiked ball; 1/5 too slow and unreliable. 


When dealing with bosses there is one all-too- 
important rule: they 
have special weak and 
strong points on their 
persons. Some are 
basic and you should be 
able to deal with them 


on your own. Some are 


tougher. You must 




















watch out for the seemingly harmless cow directly 
in front of the first boss. While you 
are paying atten- 

tion to the fly- 
ing raccoons 
and boss, the 
cow will spit at 
you. For the sec- 
ond level boss you 
must destroy the head 
which emits lightening, 
then go for the fish. The 
fourth levels platform's 
weak point is the upper-right 
corner. For level five, destroy the two hot air balloons 
first, then go for the top-middle cylinder; thereafter, 
get the little man and finally the core. IF you go for the 
boss in precisely that manner, you should have no 
problem. . Try to concentrate all your power on any 
part of the sixth level serpent boss. Use Вап 


Kamikaze attack if too many bullets fill the screen. 


Once the serpent has been 


333200 


destroyed, there remain 
several critical — tasks. 
Without revealing the final 
boss secrets, lets just hope 


that you like cats! 


Q оил O w 





Rami definitely has herself 










a hit with Keio Flying Squadron. The originality is a 
plus as is the Japanese speech used throughout the 
game. Even some of the less-talented actors can't 
bring Keio down. #5 long, challenging and fun. 
What a combination! The finale will leave you feeling 
sorry for Rami—but that doesn't mean you won't be 
laughing too. The bunny 
ears are the best... heh, 


О hd, heh... 








SEGA CD 
RAPID 
DEPLOYMENT 
FORCE 
ABSOLUTE 
STRATEGY 

cD ROM 

1 PLAYER 


A.Dogg and G.Funk 


tention, soldier! Yeah, you! If you're 
а wuss, you're wasting my time... 
The fate of the world is in your hands 
in Rapid Deployment Force, Absolute's 
upcoming addition to the SEGA-CD library. 


RDF is a tank simulation game with 3-D graphics, 
frenetic combat action, and FMV (full motion 
video). Although not quite finished as of this review, 
#5 clearly going to be one of the best games of its 


kind for the SEGA-CD. 


A Fight Against Global Domination 
Your mission is to seek out and destroy the well- 
equipped opposition forces, and thus prevent them 


from taking over the world. 


We're not talking about light-weight enemies here 
either. You will encounter varied and numerous 
armored vehicles and anti-personnel devices such 


as half-tracks, tanks, minefields, and helicopters. 


за «ոո 





There are also supply trucks carrying caches of extra 
ammo, fuel, and health-ups. In order to obtain these 
supplementary supplies you will have to systematical- 


ly blow up the trucks. 


Your Weapons You will advance on your objec- 
tives in а TAA-NNN-KKKK, which is equipped with 
ап amazing arsenal of machine guns, missiles, smoke 


bombs, and of course, a huge cannon. 


The cannon is your main heavy weapon, suitable for the 


elimination of tanks and helicopters. It has good fire- 








power, but shoots a little slow. The 
machine gun can also be used to 
take out both tanks and helicopters. 
It fires faster than the cannon, but is 
relatively weak. Missiles are the 
deadliest of your weapons -- they 


are Бой rapid-firing and powerful. 


For defensive purposes, use the 
smoke bombs. When deployed, they emit a cloud of 
smoke which envelopes your tank and makes it invul- 
nerable to enemy attacks -- a handy tactic when you're 


in a jam. 


The Mechanies The keypad control is fine for 
maneuvering the tank, but when it comes to moving 


the cannon, it becomes a bit of a challenge. 


Full motion video is one of the unique features of Rapid 
Deployment Force. Even though its occasionally chop- 


py, this is the SEGA-CD were talking about... Overall, 











however, the graphics are just slightly better than суег- 
age. Try blowing somebody up at point blank range. 
(Cool! Huh, huh... Yeah! Cool! Heh, heh!) 


The Final Word Rapid Deployment Force is a 
good tank simulation. It has rather 
uninspired graphics, but great 
sound and decent control. If you're 
into tanks, blowing things up, and if 
you own а SEGA-CD, this is the 
game for you. Alright, all you 


Desert Storm wannabes, fall in and 


let's kick some butt! 

















by Steven Lee, Director 


А few months ago, the 
Absolute Entertainment 
Jersey drafted a dozen or 
so editors from some of 
your favorite magazines, including NTG. On a brisk Thursday moming, we 
were instructed to assemble outside of our hotel and 
await further orders. 


At precisely 0900 hours, we were moved into 
action by the arrival of an authentic World War 
11 army transport vehicle, accompanied by an 
armed escort of military police. After roll call, 
we climbed into the back of this 50-year-old, 
fully-restored relic, which amazingly still had the power to con- 
vey а full load of people սք the steep New Jersey hills. 


The transport pulled up to the front entrance of an imposing structure, 
we had finally reached the Iron Hammer Training Facility. 


Absolute stopped at nothing in their pursuit of realism. As we entered the 
briefing tent, you could hear helicopters overhead, machine guns, army per- 
sonnel communicating on field telephones, and explosions all around. 


After the briefing and presentation of RDF, press recruits were given a 
tour of the Iron Hammer Training Facility, a.k.a. the headquarters of 
Absolute Entertainment. 


To sum up the tour, Absolute demonstrated an impressive commitment of 
time and energy to the development of fully-interactive video games. Their 
in-house studio is incredibly well-equipped, and gives them the ability to cre- 
ate Beta-quality, multi-media productions, which are then recorded directly 
onto their computer hard-drives. All editing is done in real time. There's a 48K 
stereo screen capture system, a 3-D rendering farm, and blue screen editing 
equipment. The Creative Services department handles the design, digital re- 
touch, and pre-press work, as well as the creation of copyright material. 
Absolute, with its 110-PC network, is well-connected and able to get the pro- 
gramming right, quickly and precisely. 

Sneak peeks at Penn & Teller's new game, and the early development 


stage of Battletech -- Gray Death Legion, were highlights of the tour. 


Watch for Absolute Entertainment's future releases. Judging 
from this behind-the-scenes look at things, the public will be 
interacting with some hot new games this year!! 























fier the Alien Wars (Contra Ill), 
the world slowly began to recover 
from the destruction wrought by 
the invaders. However, five years 
down the road, advances in tech- 
nology, such as genetic engineering, had begun 
to create problems of their own, ushering in a 


new era of crime. 


The government responded with the creation of the 
Unified Military Mobile Task Force, a.k.a. the 
“Hard Corps.” During the holiday season, an 
unknown hacker breaks into the city’s defense com- 
puter complex, and chaos ensues. The Hard Corps 
are ordered to remedy the situation, and thus 


Contra: Hard Corps begins. 


зо Ee 


GO AFTER DERDEYE 


RESCUE THE RESEARCH 





CHC is Konami's latest installment in the 
Contra series, and it contains all of the 
action and fun that Konami is known for. 
However, this is definitely not merely a 
rehash of existing games in the series. It’s 
similar enough to previous Contra games to 
make old fans like myself nostalgic, yet it's 
different enough so as to be an exciting new 


experience. 


Adding to the intrigue are the four new char- 
acters at your disposal, each with different 
weapons and moves. Browny the robot is the 
smallest of the four (he can walk right under 
shots without having to duck), and is able to 
hover in the air for short periods of time. Ray 


Powered is your generic Contra character 


PRESS START 





with the same 


JOE. 


2 weapons as the 
CENTER. 

one in the origi- 
nol. Sheena 
Etranzi is Ray's 
female counter- 
part with differ- 
ent weapons, 
and Brad Fang 
pee 
is a genetically 
engineered 
cyborg who is 
about one and 
a half times big- 


ger than the others, and can jump incredibly 


high. 


New features include a slide move for each char- 
acter, and the ability to store and select from 
among the four weapons you have collected. In 
addition, all of the characters can climb on any 
wall or ceiling. The gameplay is non-linear as well. 
A few times during the game, you will have to 
make choices which will affect the development 


and outcome of events. 





Considering the limitations of the Genesis, the 


graphics and sound are well done. The images 
themselves aren't particularly stunning, but plenty 
of parallax scrolling, smooth animation, and 


impressive special effects more than compensate. 


CHC is an impressive (albeit somewhat difficult) 


action- platform game. Thanks Konami, for making 


а Contra fan's dream come true! 


TIPS AND STRAT 





DIES 





Փ՛ When you encounter the second mini-boss (ће 
giant robot), stay in the exact center of the screen 
and fire upwards. Even with your weakest 
weapon, you'll destroy it before it touches you. 


V^ Browny has an unsurpassed ability to dodge bul- 
lets and other projectiles. His electromagnetic yo- 
yo is powerful enough to destroy most any boss in 
а matter of seconds. 


V In the garbage dump stage, climb up the first wall 
you see after going underground (right before 
meeting up with Noiman Cascade). You'll find a 
secret stage where you'll have to battle a number 
of strange bosses. Beat them all and you'll get o 
special ending. 


WU To easily beat Noiman Cascade in his tank form, 
use Browny and move to the far left of the screen. 
Noiman’s shots will appear to hit your head, but 
they actually pass right over you. Hold your 
ground and use any homing weapon, or one that 
соп fire а! an angle. 


The slide maneuver is extremely useful; some boss- 
es are nearly impossible to beat without it. 
Remember, however, that you're very vulnerable 
for a brief moment at the end of a slide. 


WY Your decision at the end of the first stage, whether 
1o go after Deadeye Joe or not, will affect what 
happens later on. If you don't go after him and КИ 
him, he'll be back in a later stage to exact his 
revenge. 


1⁄ To get past the first part of the jungle stage, use a 
weapon which has a high repeat rate (e.g., 
Browny's victory laser or Fang's beast shooter), 
and walk forward very slowly. While you соп 
stand around indefinitely and gather enough extra 
points for free lives, you only get a few points for 
each enemy here, so it may not be worth it unless 
you're willing to sacrifice a few hours. 


И To beat the boss օո the bridge in the jungle stage, 
stand in the center and fire upwards. You won't get 
hurt even if he shakes the bridge up and down. 
When the boss turns red (your hits won't appear to 
register), move to the right or left, and then repeat 
when he stops firing. 


V То easily beat the last form of the final boss in the 
jungle stage, use Browny's Gemini scatter. It caus- 
es an unusually extensive amount of damage in 
this scenario. 


V. IF you want to proceed very far into the game with 
two players, never have the second player join in 
‘when you're playing а one-ployer game, becouse 
every time a second player joins in you lose one of 
Հորի 
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ime-Warner has decided to get into: 
the fighting game race.with a Primal 
Rage. While they haven't won a 
medal yet, they’re-sure.to. get noticed. 


In Primal, Rage, you take օո one of seven different 
dinosaurs, each with its own style of fighting. 
You've got your choice of ће big T-Rex named 
Sauron, the; Не raptor пате Talon, the Kong 
brothers (Blizzard or Chaos), or any of the other 
three characters, 


Beyond the dinosaur factor; control is whot sepa- 
rates Primal Rage from other fighting games. In 
order to do a special move, a person тоз: Бо 
down at least two different buttons and then move 
the controller. This unique method makes for some 
unique controller points that are possible with the 
conventions style. | must admit that it takes a lot of 
getting used to, but in the end it can and does work 


well. 


















The combo system of Primal Rage is also different 





in thot there is anyorder to what moves you can 


4 combo. Generally speaking, you go from a Quick 





ге to Power to Special attack. Each one will 
cancel the other out, in that order, which makes for 
CUN mae 
; point, but | still hate j 










attack. 





Easily defeating Mortal Keon lI for graphics, 






.— Primal Rage takes it to o whol 


m 


` eder. This was smart of Time Warner because this 
x o оп strike and promote 












































any fighting game, if 15 going to have any 
longevity in the arcades. Primal Rage receives a 
B+ for this, simply because almost anything in this 
game is reversible. There are counters for almost 
any attack and it’s very hard, almost impossible to 
cheap an opponent. Also, unlike other stupid 
fighting games where computer opponents are 
worthless in developing your skills os а competitive 
player, Primal Rage shines because the computer 
opponent performs combos and uses correct coun- 


ters for your attacks. 


Fair and balanced gameplay is the biggest test of Y 


maybe even younger than thot. 


There is only one problem with this 
game in my opinion, the characters. 
Character appeal makes people love 
agame. | used to see people trying 
to act like Ryu or Guile back when 
Street Fighter was king of the fighting 
games. The only people | know who 


want to be dinosaurs are four to six years old and 
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NEW FATALITIES 


ARMADON:"THE IMPALER” 
WHILE HOLDING BUTTONS 1,2, & 3 DOWN SIMUL- 
TANEOUSLY AND THE PRESS 4 <t +. 





BLIZZARD:"REDEMPTION" 
WHILE HOLDING ALL FOUR BUTTON DOWN х 
SIMULTANEOUSLY AND THE PRESS V + + t. —— 





CHAOS:"CHURL” 
WHILE HOLDING ALL FOUR BUTTONS DOWN SIMULTANEOUSLY AND THE PRESS 


999.66. 


DIABLO:"INFERNAL” 


<x 
Уред | >» WHILE HOLDING BUTTONS 1,3, 8 4 DOWN SIMUL- 
Ի s ue а TANEOUSLY AND THE PRESS 4 $ t & V. 











SER D - 

Ec se . "| SAURON:"GRAPE CRUSHER” 
| will always like Primal Rage for its great game- са. ST oW WHILE HOLDING ALL FOUR BUTTONS DOWN 
play. But | will always love Street Fighter for their SIMULTANEOUSLY AND THE PRESS + $ + + V. 
awesome character design, If you want fair and TALON: STAMPEDE’ 
challenging competition, Primal Rage’ 1взесоп to WHILE HOLDING ALL FOUR BUTTONS DOWN 
none Baldo yoo ll en o ELE скари ր SIMULTANEOUSLY AND THE PRESS >+ 4 +. „үф 

\ 


VERTIGO:*LA VACHE QUI RIT" 
WHILE HOLDING ALL FOUR BUTTONS DOWN Վ я 
SIMULTANEOUSLY AND THE PRESS <<< >. Մ 





NEW SPECIAL ATTACKS 


VERTIGO:"AIR TELEPORT” 
WHILE IN THE AIR, HOLD BUTTONS 2 & 4 DOWN 
SIMULTANEOUSLY AND THE PRESS + +. 


ARMADON:"AIR TELEPORT” 
WHILE HOLDING BUTTONS 1 & 4 DOWN SIMULTA- Հ 
NEOUSLY AND THE PRESS > + <. 





| KEY: 
BUTTON 1 QUICK PUNCH 
BUTTON 2 FIERCE PUNCH 
BUTTON 3 QUICK KICK 
BUTTON 4 FIERCE KICK 
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АКСАРЕ 

X-MEN: THE CHILDREN 
OF THE ATOM 
VERSION 3.00 
CAPCOM 


FIGHTING 
1 OR 2 PLAYERS 





Tyrone Rodriguez 


es, we once again face the latest 





game in Capcomis unending fight- 
ing game factory. Using the same, 
yet enhanced, game engine which 
SSFIl Turbo and Darkstalkers uti- 
lized, X-Men isnit an exact copy of 
SFIl. Now is that a good thing? You can decide. | 


will merely give you my view on X-Men. 








X-Men requires that you re-learn the game; for this 
is a whole new game. There are new revisions to 
the program. For starters, X-Men doesnit have the 
Подайте? feature that was prevalent in SSFII Turbo 
and Darkstalkers. You can still juggle somewhat, 
but it is done automatically by repeating some spe- 
cial moves. The Air block from Darkstalkers made 


it over to X-Men. You can also dash. 


While being able to block while airborne is brilliant, 


having an auto-block isnit. In the early test-market kits, 


X-Men had the auto-block feature. The Al would 
keep track of your character and as long as you 
didnit press an attack button, you would block. 
This held true even in motion. In the earlier ver- 
sions of the game it wasnit possible to designate 
user controlled blocking. The auto-block was and is 
horrible. It makes you dependent on the CPU, lim- 
its movement, and can only be used in the first and 
third rounds of combat. The auto-block affects com- 


bos as well. The only benefit comes when playing 


against cheapskates that use Wolverine and 











Omega Red. Any character can dash, then рег- 


form a slide attack by pressing down and attack 


during a dash. 


The combos feel completely different from 
Capcom's previous games. Both titles prior to X- 
Men had the normal combo register system. 
Combos in X-Men are far too liberal ( Killer Instinct 
faces the same problem, but that’s another story). 
Darkstalkers had the same flaw, but not to this 
extent. Remember Morriganis super-cheesy- 
Special Drill Kick? Well, now | get to watch my life 
meter diminish right before my own eyes because 
my opponent performed his Hyper-X ability. 
Normal special moves | referred to as X-Moves) 
and regular attacks will hit multiple times register- 
ing as combos. Combos aren't mentioned in the 
game as such. Instead, you will see something like, 


121-Hit...Marvelous!i appear thereafter. Little things 





like this make the game lose its appeal. 


Between rounds players can position themselves 
almost anywhere on the playfield. You can get as 
close or as far from your opponent before the next 
round has begun. It is a good idea to get as far 


away from your opponent as possible. IF your 


opponent continues to advance, he is attempting to set 


up a trap. 


Dizzying is still possible, but when someone is stunned 
it is less obvious than in most games. As is the normal 
custom, you can break out of а dizzy by going ballis- 
tic on the joystick and buttons. When a player is 
knocked down (not out), he controls when he would 
like to get up. By pressing all three punch buttons the 
player gets up rather quickly and rolls back to safety. 





With SFIl Turbo we had the Super combos, 
Darkstalkers had the Special moves and X-Men has 
variable Mutant Abilities. Directly below the life bar is 
the an empty meter. When a hit (blocked or not) reg- 
isters with the CPU, the meter slowly becomes full. 
There are three levels of power: Ist, 2nd, and Max. 
In the first level (blue) you can only perform X-Moves; 
during the second power level (orange) it is possible to 
perform the mutantis X-Ability; at the third and final 
level (varying colors) the mutant can accomplish the 
Hyper-X attack. When this final attack is performed a 
large iXi appears on-screen and the mutant does his 
thing. Even if blocked, these attacks take a consider- 


able amount of energy from the opposing mutantis life 








Landing from and countering throws has been 
completely modified. If you are in the process of 
being thrown, press the joystick down and all 
three punch buttons simultaneously. This maneu- 
ver will nullify the throw, but will use some of the 
stored energy in the Mutant Ability Meter. If 
youive already been thrown, but havenit hit the 
ground, the same method will allow you to land 
upright. You must pay more attention in X-Men as 
opposed to SSFII Turbo if you plan to land on your 
feet. This is one area that shouldnit have been 
changed at all. 

The levels are enormous. Some levels’ heights зиг- 
pass their length—as is the case with Spiralís 
native Mojo World environment. In some cases 
the levels do not need to have multiple areas to 


remain overwhelming. The Deep, Omega Redís 








underwater domain is formidable. А the levels 
found in X-Men pave the way for the Super Jump. By 
simple pressing the joystick down, then up rapidly 
any of the ten characters will jump the altitude of two 
screens. The fighter with the higher altitude will 


remain visible while the lower fighter will have a 








small arrow pointing to his 
location. IF both players per- 
form Super Jumps then the fight 
will go to air for their short peri- 
od of flight. Pressing all three 
kick buttons simultaneously. will 


also produce the Super Jump. 


X-Moves are performed by the motions made 
standard by SFIl. Capcom has removed any type 


of charging motions, i.e., Sonic Boom or Flash 


Kick. The charging moves have been replaced by 





the aforementioned or by simply pressing any of 
the eight possible directions and two attack but- 
tons of the same strength (kick 
and punch) simultaneously. No 
X-Moves require more than three 
directions, though they may 
require multiple buttons. So all 
players who hated attempting to 


perform a Yoga Flame or 






Screwdriver can now rest at ease. | love the fact 
that Capcom opted to have basic maneuvers. My 
editor on the other hand has different thoughts. He 
believes that this takes some of the strategy out of 
the game. | think it gives players a more balanced 


fight. 


As in Darkstalkers, there are ten selectable fighters. 
Six of the fighters in the cast are X-Persons 
(Politically Correct). The remaining four are three 
evil mutants and one Sentinal. Most SFII wannabes 
until now have had obvious Ken and Ryu rip-offs. 
The closest youill get in X-Men are Wolverine and 


Cyclops, but they aren't totally the same—they 





have their own personality. You won't be able use 
P 


the same tactics. There arenit any other ЗЕ 
dopplegangers. Except for Psylocke slightly 
resembling Cammy, all the characters can stand 
օո their own two feet (and Storm can float). There 
are similarities to Darkstalkers, but you might find 
that the game takes more time to learn than you 


thought. 


Instead of fighting more fights than necessary, in 
X-Men, you only fight six randomly chosen oppo- 
nents, then itis onto the big bosses. Not too many 
players have the patience to fight through ten to 


twelve matches before facing the last boss. 


Capcom has made an improvement! 





The first of the two is the hulking monster, 
Juggernaut. This massive waste of space resides 
in a Spaceport. Juggernaut is roughly about the 
size of Colossus, but not as friendly. When com- 
pared to Magneto, Juggernaut is childis play, 
but heís no push-over. For X-Moves Juggernaut 
can slam his fist against the floor to cause an 
Earthquake. He also has a double straight 
punch. His X-Abilities include a Red Aura in 
which he induces more damage and at this time 
can pick up a girder and use itas a weapon. His 
Hyper-X is deadly—Juggernaut rushes forward 


in a Red Aura. 


Magneto makes a great climax consider- 
ing heis cheaper than Pyron and Akuma 
combined. Magnetoís repertoire consists 


of Plasma Burst, Teleportation, Magnetic 


Pulses, lon Streams, and the ability to fly 





















at will. His X-Abilities are deadlier. 
Magneto can throw chunks of the ас а! 
level at you. He can also draw you с 
er him through magnetism. His Electrical 


Aura is the worst—at this time he is invin- 


cible. As his Hyper-X move 





Magneto thrust a series of brilliant blue 


columns. 


What else is there left for me to say? 
Capcom has once again released a solid 
fighting game, but isnít this a bit much? 
Of course, the game is good. Graphics 
rival those found in Darkstalkers and the 
animation is as high quality as you would 
expect. The music is fitting and interesting, 
though it can be lost with all 
the noise going on at once. 
As for voices, the actors 
from the series yell out their. 


X-Moves. How 15 that for 





authentic? The control is fine, and it bet- 
ter be—we have been playing the same 
game for four consecutive years. 
Currently, X-Men is competing with 
Virtua Fighters 2, but lid rather get my 
butt kicked at VF2. As for me, | will wait 


ever patiently for Street Fighter Ш--а! 


five versions of the game. 





'd like to send out a special thanks to 
John, Ken, and the rest of the staff 
over at Southern Hills Golfland 
(12611 Beach Blvd., Stanton, CA. 
90680-4007) for all their help and 
patience while | finished using the machine. 
Look in for Southern Hills Golfland tourna- 
ments to be posted in the pages of Newtype 
Gaming Magazine. You can reach them at 


(714) 895-5613. 








Ü: controllable with joystick 


0. does more damage 


6 or À or GA: able to do on both ground and air 


JAB:1, STRONG:2, FIERCE:3, STRONG:4 
FORWARD:S, ROUNDHOUSE:G 


DRAGON PUNCH means forward, down-forward 


plus the designated button(s) 


FIREBALL means down, down-forward, forward 
and the designated button(s) 


HURRICANE KICK means down, down-back, 


back and the designated button(s) 


NEW МОМЕ means direction and a punch and kick 


button ( of the same strength) simultaneously 


[Note: other moves will be described if necessary] 








Icebeam: GA: Fireball with unch button. 


jab = down towards, strong = icross, fierce 
= up-toward. . 

Iceberg: С: “ireball with anc tick button. 
Ice Boulder: ЗА: 1+3 =tow rds, or 2+5 
= down, or 3+¢ =away. 

X-Abilities: 

Ice Fist: G+D: Hur, “апе Kick vith 4+5+6 
Reflect:??? 


Hyper-X: 


Artic Blast: GA: Fireball v. |+2+3 











towards, 3 = up, 


OMEGA RED: X MOVES: 


- von: СА: rus 


=across, 2 =up-towards, 5 =doy 


6 =down. 


Omega Strike: G: Fireball with kick. 4 = 


across, 5 =up-towards, 6 =up 


X-Abilities: Energy Drain:??? 


Hyper-X: Omega Destroyer: С: Fireball 


with 1+2+3. 





CYCLOPS: X-MOVES: 


Optic Blast: GA: F eball with punch but ton. 


jab = crouching, 


up-towards. 


rong = stanc ag, fierce = 


Laser Burst: GA: tap ће есе punch button 


Gene Splice С: Dre yon Punch with a punc 


button. 
X-Abilitie :??? 
Нур -" 
Wide Bean.i. 


A+C: Fireball with]+2+3. 


SILVER SAMURAI: X-MOVES 


Shuriken Toss: GA+C: Fireball with any 
punch button. 

Sasume Yuki: G+C: tap punch rapidly. 
Leaping Stab: GA: Fireball with any kick. 
X-Abilities: 

Blink: GA: Hurricane kick with any kick 
button. 

Flaming Sword:??? 

Ice Sword:??? 

Samurai Spirits: GA+D: Hurricane kick with 


4+5+6. 


Нурег-Х: Electrical Storm:G: Fireball with 
14243. 





SPIRAL: X-MOVES 


Dancing Swords: GA: down-towards, down, 
down-back, back with 1+2+3. 

Sword Toss: (after dancing swords): GA: 
Fireball with any button. 1 =across, 2 =up- 
towards, 3 -up, 4=explode, 5 =down-towards, 
6 =down. 

X-Abilities: 

Switch: GA: Hurricane kick with button 1. 
Teleport Dance: GA: Hurricane Kick with 
button 2. 

Portrait Switch: GA: Hurricane Kick with 
button 3. 

Red Glow: GA+D: Hurricane Kick with 

button 4 

Speed Dance: GA+S: Hurricane Kick with 
button 5 

Shadow Dance: GA: Hurricane Kick with 
button 6. 

Hyper-X: 

Morph Machine: GA: Fireball with button 
14243. 


STORM: X-MOVES 
Typhoon: GA: fireball with any punch button. 
Lightning Attack: GA+C: 1+4, or 2+5, or 
3+6 with the desired direction. 
Light Ball: 
A+C: tap button 2 
X-Abilities: 
Flying: GA: Huricane Kick with 1+2+3. 


WOLVERINE: X-MOVES Wind Block: GA: Dash. 


Hyper-X: Thunderstorm:GA: Fireball with 





Tornado Claw:G: Dragon Punch with a punch 


1+2+3. 


button. 

Drill Claw: GA+C New Move wilh either 1+4, 
2+5, or 3+6. Use the joystick to select your 
direction. 

X-Abilities: 

Beserker Charge:GA+D: Hurricone Kick with 
1+2+3 

Healing Factor:G: Hurricane Kick with 4+5+6 
Hyper-X 


Berserker Barrage: С: Fireball with 1+2+3 





PSYLOCKE: X-MOVES: 
Psionic Blast: GA: Fireball with a punch but 
ton. 1 =down-towards, 2 =across, 3 = up- 
towards. 
Psionic Kick: GA: Fire ball with a kick button. 
Д =across, 5 =up-towards, 6 «սթ. 
Tumble Kick: G: Hurricane with a kick button. 


X-Abilities: 





Ninjitsu: GA: Fireball with any button. 


COLOSSUS: X-MOVES Hyper-X: Psi Charge:GA+C: Fireball with 


Grab and Twirl:G: Fireball with any punch 14243. 


button. Once you have grabbed them spin the SENTINAL: X MOVES 


joystick for a faster spin. 
ny Ў Rocket Punch: GA: Fireball with punch. 1 


Power Punch:G:Hurricane Kick with a punch 
=down-towards, 2 =across, 3 =up-towards. 


button. 


Shoulder Rush:G: Fireball with kick. 


Mini-Robots: G: Fireball with kick. 4 = 


towards opponent, 5 = acroos, 6 =bombs. 


Short kick = across, Forward and 
Dual Missiles: G: tap button 2. 


Roundhouse kick = up-towards. аа 
Projectile: С: tap button 3. 
X-Abilities: 


Hover Mode: GA: Fireball with 14243. 


X-Abilities: 
Shining: GA+D:Hurricane kick with 1+2+3 
Hyper-X: 


Hyper-X: GA: Fireball with 1+2+3. 
Colossus: Dive:GA:Fireball with 1+2+3. 
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detracts from the longevity of the game. 


Mortal Secrets and Super Моке 

The biggest new feature of Samurai Shodown II's 
gameplay is the addition of a “power move.” When 
your Pow Meter is fully charged it will start to flash, and 
you can then execute a power move. If you connect the 
move, it will not only allow you to withstand extreme 
amounts of damage from your opponent, but will also 
cause their weapon to break in two. Remember that 
you cannot perform a power move unless you have a 


weapon in your hand. 


SNK has also added a “hidden character” feature to let 
you fight against the referee and maybe even the meat 
thrower. SNK has stated that it is possible to play as the 


referee in the home version of the game, but doing so 





in the arcade game remains a mystery. 


NK has done it again with Samurai best because of her small size and maneuverability. 


Shodown II. Better graphics, better d, " 
иь The Final Word 


Gameplay Glitches 
Shodown | is by far one of the best games of the past 


Samurai Shodown's biggest problem used to be the 


better music — now, if only they could do 
something about gameplay... 


year. SNK took a good thing and not only made it bet- 
ter, but made us feel that we are not worthy. 


damage ratio and the lack of counter moves. SNK 


There's а new evil lurking in the world, and this time you 


addressed this and has given players more of what they 
asked for by making new ducking 
can be sure #5 a woman. Once again, legendary war- frames, similar to those found in 
riors return to defeat the evil and live the Kitana legend. King of the Fighters 94. And there 
The stories in Samurai Shodown II are fairly confusing, are other new moves, like rolls, 
and understanding the plots surrounding each charac- dash ‘n rolls, hops, and two new 
ter will take more than just a couple of quarters. taunts. These features combine to 
give players a more fair and bal- 


Character Choices anced fight. 


One of the first things you notice is the absence of Tam 
Tam from Part 1. You find out later that he has become Damage, however, is another 
the sidekick of his sister Cham Cham, who just happens story entirely, although SNK did 


attempt to fix some of the major 





to be one of the four new characters in the game. 





damage and collision problems. For example, 


The other three new cha 


lengers are Nicotine, an old 


man who fights using magic spells and a small cane; 


Seiger, the favored fighter of an army; and Genshiro, 





who bears a close resemblance to Haomaru. While each 


of the new characters is unique, Cham Cham may be the 


Charlotte's slice from Hell doesn't have the range that 
it used to, and Earthquake can now be thrown. A 
remaining glitch is that Haomaru can still kill an 
opponent with three fierce sword attacks, which 


makes competition practically meaningless and 








Шег Instinct was the one to watch out for in "94. It was supposed to be the best fighting game ever. With companies like 


Nintendo and Rare working together, it was hard not to believe it. So, after a couple hundred hours of playing the game, 





the verdict is... wait and see. 


Killer Instinct is Nintendo's second arcade game to be released under Midway's distribution license. Using a limited version of Nintendo's Ultraó4 
hardware, Killer Instinct is so big it has to load off a hard disk. It would be interesting if all of Nintendo's arcade games ran off hard disks. You 
could just swap the disk like a cartridge. Other than this unique feature, Killer Instinct is rather routinely packaged in a Mortal Kombat Ill-style 


cabinet with a few new sticker., The button layout is similar to that of Street Fighter II. 


The most important factor in any fighting game is the character design. Nintendo gets high marks here for creating a diverse and well-endowed 


group of fighters. Of the ten, Fulgore is probably the best because of his amazingly nasty, yet strangely appealing nature. 


Cinder and Glacius are a delight to watch on screen — they have this unique skin, while the Humans are sort of average-looking with their plastic doll- 


like quality. Sabrewulf adds that good ‘ole Blanka appeal to the game, and Riptor gives you everything you ever wanted from Primal Rage. 
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The Look, The Feel... Graphically, what can you say other than that the game looks awesome! Virtua 
Fighter | might have better backgrounds and animation, but it doesn't have the special effects and slick art- 
work that draw you into a game. In its final form, Killer Instinct seems to have been recompressed somewhat 


— there's a graininess to it, in marked contrast to the incredible clarity of the show version. 


Gameplay has always been at the heart of things, and that is especially true of competitive fighting games. 
Unfortunately, Killer Instinct has a severe case of the waiting game built into it. This has become Mortal 


Kombat's biggest problem as well. 


In Super Mario terms, the game comes down to you acting like one of the two main characters: you can mimic Mario and hop over projec- 
tiles, or you can be like the Bowser and “turtle up” holding block the entire game. To win, 


ULTRA 


39 низ you need only wait for your opponent's attack and then counter with a jump kick. 
Е we Can You Say “Combo?” The combo system is unlike that of any other fighting game. 
You can start a combo with any attack button, and to get a registered combo, you must use ће 


button to your left. For example, if you jump in with a Fierce Punch, you must follow up with a 


Medium Kick to receive Maximum Damage and a registered combo. This is original, but it elim- 





inates an element of creativity, and the satisfaction of discovering combos that work. 


NEWTYPE GAMING 











Also, if you до a registered combo, you should be aware that it can be broken. While 
being comboed, a player can break out by performing a predefined special move. #5 
problems like this that make Killer Instinct a fun game to play against either the computer 


or a novice. Against master players, watch out. Bowser is definitely king. 


Listen Up The sound effects and music are top-notch and definitely get you into that 


fighting mood. The game's mono soundtrack is disappointing though. When it comes out 





for home systems, it should at least be in stereo. 


As with the range of characters, there is an interesting diversity of music backing up the game. The tracks for TJ. СотЬо & Orchid's stages 


have cool upbeat tempos and catchy vocals. 


A quick note, Nintendo announced that it will ship a free upgrade of Killer Instinct that has a host of new features like Shadow Ultra Combos 


and Fake Top Down attacks. Tentatively titled version 2.1, the update is set for an early March release. 
The Final Word Despite all of the good and bad of Killer Instinct, one thing remains, #5 still fun. | can enjoy playing Killer still because at 


the very least, it has that Nintendo feel to it which will always keep me coming back for more. However, if | ever see Jago throw a dud fire- 


ball, | will never want play the game again. 
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ORCHID 

SPECIAL MOVES: 
LAZER SAI: 
COMBO BREAKER: 


THE KAT: 
ICHI-NI-SAN: 
SPINNING SLASH: 
FROGGER: 
FLASHER: 
HUMILIATION: 














$ % > & ANY PUNCH BUTTON 
[HELICOPTER KICK] HOLD 4 FOR 2 SECONDS THEN PRESS => 
& ANY KICK BUTTON 
HOLD * FOR 2 SECONDS THEN PRESS => & ANY PUNCH BUTTON 
w $  & QUICK OR MEDIUM PUNCH 
*u $ i£ 8 FIERCE PUNCH 
$ > < & QUICK KICK THEN PRESS FIERCE KICK CLOSE 
>> & QUICK PUNCH CLOSE 
=> ù фи < 8 FIERCE PUNCH ANYWHERE 





CINDER 
SPECIAL MOVES: 
FLAME ON: 


FLAME THROWER: 
COMBO BREAKER: 


TRANSPARENCY: 
INVISIBILITY: 
THE LIGHT: 
SUPER TOASTY!: 
GOING DOWN: 


| 
| 
| 
| 
| 
| 
| 











=> => 8 ANY PUNCH BUTTON 

=> => & ANY KICK BUTTON 

[Flame Kick] => $ Կ & ANY PUNCH BUTTON | 
=> ù фи < 8 MEDIUM PUNCH | 
=> ù фи < & FIERCE PUNCH | 
© < & QUICK PUNCH 

$ % > & QUICK KICK [HALF SCREEN] 
<= — 4 & MEDIUM PUNCH [CLOSE] 





TJ. COMBO 

SPECIAL MOVES: 
BACKHANID SWING: 
ROLL N PUNCH: 
FINAL BLOW: 
COMBO BREAKER: izontal T - Տ > 





INE COMBO BREAKER: nee] HOLD + 


THE WIND UP: 








SCREEN CRACKER: 
HUMILIATION: 








ЕА 
ECL 





е 
XI 
um GLACIUS - թ, Me 
4. SPECIAL MOVES: Ov uc 
< BOUNCING BALL: $ % => & ANY PUNCH BUTTON 
SHOULDER SLAM: HOLD 4 FOR 2 SECONDS THEN PRESS =» & ANY PUNCH BUTTON 
T1000 BLADE: Կ $  & QUICK PUNCH 
PUDDLE PORT: => ù $ if & QUICK KICK 
PUDDLE UPPERCUT: => x фи < & MEDIUM OR FIERCE КСК 
THE BLOB: => ù $ < 8 MEDIUM КСК [HALF SCREEN] 
ROBOCOP: «и/ $ => & MEDIUM PUNCH 
THE HOLE: Ф © © & FIERCE КСК 


թոր... 





SPINAL 
.. SPECIAL MOVES: 
| ABSORPTION SHIELD: 
FLAMING SKULL: 
TELEPORT IN FRONT: 
TELEPORT BEHIND: 
CHARGE EM: 





SUPER SWORD SLASH: - - 
STRAIGHT ТО HELL: ---- 





JAGO WANNA ВЕ: << 











Š m 
zi МЕ 
£ ә за 
ЕА 
CHIEF THUNDER Ааа 
SPECIAL MOVES: 
TOMAHAWK THROW: $ М > & ANY KICK BUTTON 
SPINNING HAWK: HOLD Գ" FOR 2 SECONDS THEN PRESS => & ANY PUNCH BUTTON 
COMBO BREAKER: [Hawk Attack] => *u $ af < & ANY PUNCH BUTTON 
HAWK CHOP: WHEN IN THE AIR => % $ af < 8 FIERCE KICK 
DEATH DANCE * $ % > 8 FIERCE PUNCH [HALF SCREEN] 


HAWK HACK => ù фи < 8 FIERCE KICK [CLOSE] 

























SPECIAL MOVES: 
BAT ATTACK: 
SPINNING CLAW: 
ROLL N SLASH: 
HOP N SLASH: 
COMBO BREAKER: 


THE HOWL: 
GRACK THE SCREEN: 
WOLVERINE: ` 


RIPTOR 
SPECIAL MOVES: Sense J 
BREATH OF FIRE: $ if < & ANY PUNCH BUTTON 1 2 
AIR FIRE: JUMP IN THE AIR IN ANY DIRECTION | | 
THEN PRESS $ i < 8 ANY PUNCH BUTTON J f 
LOW FIRE: За фИ & FIERCE PUNCH T 
SLASH: % $  & QUICK PUNCH 
FLIPPING TAIL WHIP: "Կ фи & ANY KICK BUTTON o ый 
DASH ATTACK: HOLD Գ" FOR 2 SECONDS THEN PRESS => & ANY PUNCH BUTTON 
COMBO BREAKER: [Flying Leap] HOLD 4€ FOR 2 SECONDS THEN PRESS => 
& ANY KICK BUTTON PRR UT 
BURP 'N BLOW: * > & MEDIUM PUNCH [CLOSE] ar | 
ACID SPIT: © < < © 8 MEDIUM KICK [HALF SCREEN] 












Рад... Hundreds c Moves... Lots of Games 
ВА Ат Pad ереену Pad w Н 










SICK AND TIRED of learning confusing moves? 







pressing a i single button! 

eatures Turbo Fire, Slow Motion, and is compatible 
2 esis & Mega Drive Systems worldwide. 
pon S.M.A.R.T. Cards available (Listed below) at 


or by mail order. 








Also Avail 
SUPER 8“ Game Wizard™ 


Dooley wi er 







gan «Cant 


*- 9 0 & 9 9 ә 99 












magical thon Game Genie- 
оше! than Pro-Action Replay! 
eate any special code for any video 
game. Comes with a FAT booklet with 
Now play any 1000's of nth, 
your SNES with the Super 8! Three you can receive 1000's of codes every television at once. 
nverts A/V Signals to RF 


s allow use of SN onth! Available for SNES i 
Famicom, NES icom games! enesis, a zn TV's. 
9 алаа 


Innovation products are available at a store near you ог by calling 203-395-3090. 
We accept MasterCard, Visa & American Express or send money order to: Innovation PO Box 360 Old Saybrook, CT 06475. S.M.A.R.T. Pad = $19.99; 
Mortal Kombat || Kontrol Pad = $49.99 S.M.R.R.T. Cards = $19.99 per card; Videolink = $49.99; Super 8 = $59.99; Game Wizard = $59.99. 
Alll products are $10.00 shipping & handling for the first item + $2.00 for each additional item. All products come with a 90 day warranty. 
S.M.A.R.T. Cards available: Mortal Kombat, Mortal Kombat || (3 Cards), Mortal Kombat II Bonus Hard, Art of Fighting, World Heroes 2 (Sega), 
World Heroes 1&2 (SNES), Street Fighter 2/Turbo/C€, Samurai Shodown, Super Street Fighter |, Clay Fighter, C2: Judgement Clay (SNES), TMNT Tournament Fighters, 
Dragon Ball 2-9 (Part 1 & Port 2)(SNES), Eternal Champions (Sega), Fatal Fury Special (SNES) 1 card Set is $19.99; 5 Card Sets are $39.99 
Mortal Kombat® Il is a Trademark of Midway® Manufacturing Company. All Trademarks are registered to their respective owners. 
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NINTENDO 
smaller this 

show, Nintendo still had quite a few good new games to show 15 consumers. Star 
Fox 2 was clearly Nintendo's best game for the entire show. Featuring two play- 
er simultaneous split screen game play, Star Fox 2 improved on almost all of part 
ones flaws. Nintendo also had other games like FX fighter which is being creat- 
ed by GTE and features a Virtua Fighter style fighting game that has special 
moves and some unique characters. EarthBound is a translation of Japan's sec- 
ond largest RPG game Mother. This RPG game is set in the present day with the 
hero being an average boy. Two new puzzles games from Nintendo were Kirby's 
Avalanche which is sort of like that old sega game Coloms, and Tetris/Dr. Mario 
which is in stores now. The big surprise from Nintendo this show wasn't the 
unveiling of the Ultra 64, but the Virtua Boy portable system. Virtua Boy is 
Nintendo's new 32 bit portable gaming system. The Virtua Boy looks like a large 
pair of glasses which you cannot wear, but instead has two prongs to keep it 
standing straight up. The Virtua Boy gives you a true 3-D feeling and their Super 
Mario Bros. and Punch Out Style games outshine anything you have played 
before. The only problem with the Virtua Boy is that it is a monochrome system. 
Ata price point of around $200.00, it's tough to tell wether the Virtua Boy will be 


a hit or not. 


STUI Ë Acclaim previewed some hot new 


licensees like Judge Dredd and Batman Forever. They had the NBA Tournament 
Edition as well as a new WWF sports game. Namco introduced the long await- 
ed game by former CAPCOM employees James Goddard and David Windstead. 
Entitled WeaponlLord, it's a one vs one weapon fighting game that has unique fea- 
tures like Fatalities and combos. While the graphics are look 8-Bit, the gameplay 


shows promise sporting tons of graphic violence for all you mortal fans. Shiny 


s, Ezra 





<“ ) 


LI | 


had their “Special Edition” of Earth Worm Jim and Hudson Soft had their new 
four player baseball game called The Sporting News, plus a great new Tetris type 
puzzle game entitled Panic Bomber. Virgin has over forty titles planned for 
release this year that covers just about every game system possible. Sunsoft dis- 
played an almost final version of its long awaited Justice League game, while 
Konami previewed a new ЗРО game called PoliceNauts. Activison has come 
back into the computer gaming market with a treat for every 2600 fan. Over 15 
original 2600 games are included on one CD that Activison plans to sell for 
around $40.00. Games like Freeway, Grad Prix, and River Raid will be in their 
exact 2600 form along with their same exact sound and music themes. Square 
Soft had their awesome new adventure game on hand called Secret of Evermore. 
Picture Zelda gameplay with that Donkey Kong Country graphic style. Hiding 
away in some secret corner of the Alias booth was new version of the arcade 
game Killer Instinct. This beta version was only 50% done, but featured such awe- 
some improvements like 10% faster gameplay, Fake Top Down Attacks, and 
Shadow Ultra Combos. A designer of the game stated that the new version will 


be released in early March and is a free upgrade for arcade owners. 


was back at the CES this year with some no new 
SN K games, but a new system of sorts. The Neo CD is 
SNK's answer to the problem of overpriced carts and counsels. SNK states that 
the system will be released this summer in the U.S. and is already selling extreme- 
ly well in Japan and Europe. The American version of the Neo CD will feature a 
double speed CD ROM drive, 
making it twice as fast as the 
Japan and European version of 
the Neo CD. So far, SNK had 
only conversions of its popular 
arcade Neo Geo games on hand. 
Other than slightly redone music 
and а long waiting time, there 


were no real differences between 





the conversions. With the cost problem hopefully fixed, SNK should have no prob- 
lem in creating original games that would take advantage of the CD vast storage 


space. Maybe a Monster type RPG? 


3քՕ once again decided to have their booth separated 


боп ће of the video games.“ While not having anywhere near theamount 
of new software of Nintendo, 3DO did display some stylish new games like 
Wing Commander Ill and Killing Time. The real news about the 3DO was the 
rumor that Panasonic might release a newer version of the 3DO player for 


about $200.00. This would finally make the 3DO player a system that the 


average user could afford. 
i ooh'ooh! 
alf 
y 4 
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is trying really hard to play catch-up in this year's 
ATAR | 32 Би/64 bit war. This is ironic since it was one 
of the first companies to get its platform out օո the market. Its only real competitor was 
300. Yet as the 3rd quarter of 1995 looms ever closer, The Jaguar will need to get some 
really awesome games and peripherals out on the market and fast. 
There have been rumors of a version of Mortal Kombat Ill coming out for the Jaguar. All Atari 
could tell me was that they were working very dosely with Acdaim to port over some of their games. 
However, Acdaim told this reporter that at present time, they were not doing anything with Atari. 
Let's talk about peripherals. What about the Jaguar CD player? The price has now been 
dropped from $199 to $149. The hardware is actually ready to go, but Atari is trying 
to figure out which software would be best to package with it. Among the list to choose 
from will be Battlemorph, Highlander, Blue Lightning, or Virtual Hockey. The CD player 
will be able to play audio CD and give light show on your TV. However, Atari was not 
able to give me any confirmation on the rumored Jaguar CD compatible PC card. 
One of the Jaguars strength is its ability to network with up to eight other Jaguar machines. Atari 
would be foolish not to take advantage of this attribute of their flagship machines. In the 2nd 
quarter, Atari plans to come out with a networking cable for $29.99 to link up to iwo Jaguars. 
In the future, Atari plans to increase the number of link-ups. The Voice-Data modem is anoth- 
er peripheral that will allow players to hook up over the phone and even allow players to talk 
fo each other over the phone. This machine will even have а call waiting feature built into it so 
you won't miss any calls; it will retail for under 
$150.00. 
What about virtual reality? There is a VR helmet 
coming out for under $200.00. Atari could not 
comment on the specifics of its VR helmet. It is a 
great value, but there are a lot of VR helmets com- 
ing out right now. Virtual I/O headset seems very 
attractive because of its compatibility with PC's as 


well as all the other video game platforms out 
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there, but will sell for about $700.00. 

Right now Atari seems to be concentrating on the issue of value by developing good 
quality products at lower affordable prices. Atari is trying to develop more software by 
mid-year. |Ë this is true, mid-year might be too late. Atari needs to get new software and 
peripherals out now. Presently, you may find 14-17 games out for the Jaguar. But 
besides Aliens vs. Predator and maybe Doom, the other games are not on players’ must 
buy list. Try packaging the Jaguar CD player with а CD version of Primal Rage now 
and not by the 4th quarter and you might get some much-needed life breathed into the 
system. Get Batman Forever out by mid-’95 in conjunction with the Warner Brother 
movie before Sega, Sony, and Nintendo step in, and save The Realm Fighter for the 4th 
quarter Christmas battle. Also, some third party support for developing fighting style joy- 
sticks for the Jaguar can only help sales. At least that's this reporter's humble opinion. 


5 EGA now has the Game Gear, Genesis, Sega CD, 32X, 


Neptune (a combination of 32X and Genesis), and Satum to market this year. Will Sega be 
able to concentrate its efforts on the main bottle of 1995, which will be on the 32/64 bit plat 
form or villi be held back by its older produc? Sega has always been known for great cus- 
tomer support and its decision to support all its products (except for the shortlived Master 
System) is characteristic of this company. Sega believes that by giving consumers more dhoic- 
esto select from, it will give consumers more flexibility. Sega compared its product line to mod- 
els of cars, saying that the Genesis would be considered the “low end” of its line relative to the 
Satum which sits at the “high end’. Right now Sega is most concemed with keeping ће 
Saturn's price between $300.00 o $500.00. нч тоз кву not be compatible wih Genesis 
or 32X games because that would drive up the cost of the machine. Sega does hope to maybe 
produce an adapter in the future that will let Satum owners play their 32X or Genesis games 
their high-end machine. 

The 32X serves not only as the “mid-line” model, but as a stepping stone in the leaming curve 
for Sega to prepare for 64 bit programming. Sega daimed that Nintendo will be at a dis- 
advantage since it is jumping from 16 bit straight into 64 bit without any mid-range training 
grounds. Well, Е Killer Instinct is what Nintendo can produce on the Uliraé4 without a mid- 
ground stepping stone, | don't think they need much mid-ground training. Sega, however, 
believes that Nintendo will not be able to deliver the promised SGI base Ultra64 at an afford- 
able price. ԷՏ rumored by Sega, that there is some bad blood between Nintendo and is 
third party developers because Nintendo did not share the technologies used to create Donkey 
Kong Country with its other licensed developers. Sega, 
on the other hand, is usually pretty open about ils tech- 
nologies with its developers. 

Enough about the Nintendo and Sega wor; how does 
Sega feel about Sony stepping into the arena? Well, 
Sega is definitely expecting a full out war in the summer. 
Right now the бат is out selling he Playstation 503 
in Japan, But that may not be a true indication of how 
the outcome of the battle will be here in the States. For 
one thing, Midway has confirmed to Newtype Gaming 
that the Sony's Playstation will be packaged with Mortal Kombat Ill for its debut release in the 
States by October. That is a powerful combination. Also, Sony is rumored to take а $100 


loss per unit on ils sales of the Playstation, just to get its units in the homes of America-talk about 
an incredible value. Unfortunately, Sega could not confirm nor deny whether Mortal Kombat 
Iwill be out for the 32X or the Satum—although they would love to have that game. However, 
Virtual Fighter may be coming out for the 32X later this year 

The one thing that Sega does have going for it is its reputation and experience in gam- 
ing. This is the edge that Sega must play on to take the lead in the 64 bit battle. Sega 
believes that Sony is too inexperienced in the manufacturing area of the gaming 
industry. According to Sega, Sony supposedly only manufactured 50,000 units to be 
sold in Japan when the demand for the machine 
was much higher. But other sources indicate that 
more than 300,000 units have already been 
sold. Also, many third party software developers 
will be much more willing to deal with Sega than 
Sony in the beginning to design games for their 
platforms and sign onto longer contracts with 
Sega. Sonic’s old company is definitely on the 
right track. If it is the first of the new 32/64 bit 


machines to come out by 3rd 
















quarter, its best strategy is to take the ball and run, and don’t look back. 

Coming in as the Dark horse player this year is the multi-media darling, Sony. Айег 
years of dealing with Nintendo by developing its now nonexistent CD-ROM drive, 
Sony is now in the game for itself. Its main piece of hardware that is being present- 
ed is, of course, the Playstation which will be formally unveiled to the public in May 


at the Electronics Entertainment Exposition in L.A.. The unit is not suppose to be for 


sale in the States until October of this year. It is presently selling in Japan for about 
$350.00-$400.00. 


does have 
impressive software to go with the Playstation. 
About 19 games are on sale in Japan right now 
and maybe 40 will be available for the States by 
Christmas. Ridge Racer, CyberSled, and Toh 
Shin Den, new out іп some of the popular 
arcades, were almost flawlessly reproduced on 
Sony’s machine. The Playstation does this by 
using six different processors and its built in 
“digital lighting" to create 3D images at a rate 
of 30 frames per second—approximately the rate 
we see on our televisions. It can render 4,000 sprites in 1/60th of a second and 
can draw and shade 1.5 million polygons in a second, Because it uses the sim- 
ple R3000 RISC processor base chips, it should be easy for programmers to bring 
over programs written for the 680x0 or Intel base chips. That is a lot of games 
coming over from the both the Mac and PC department. It has 16Mbit main 
memory, 8Mbit VRAM, and 4Mbit audio. This may seem like a lot, but it might 
become the Playstation's Achilles heel in the future. You see, the Playstation is 
purely CD-ROM based, and that means you cannot add on additional memory 
via cartridge games. An interesting note is that all the games seem to come on 
black CD ROM discs instead of the silver ones we are use to. 


The Playstation definitely has Sega and Nintendo worried. Both companies believe 





it has the potential to become the top-selling platform in this video game war. Sony 
has already invested $500 million in R&D and plans to launch a $25 million mar- 
keting campaign. It is going to be interesting to see how this battle comes out. 
With its package deal of Mortal Kombat Ill, Sony is a very formidable opponent. 
Sony's strength flows from it sheer economic muscle power and marketing experi- 
ence. It can afford to hire some of the best talents in the industry, it can afford to 
take preliminary losses on each unit, and it can afford to buy off sure-fire crowd- 
pleaser games from developers. Sony has never been in this area of the market 


before and has much to learn about the industry. Yet, Sony is a top electronic 





home entertainment player and with a good strong platform going into the thick of 
combat, who knows what could happen. Sega and Nintendo are going to have 
to make some awesome games and keep their Saturn and Шнаб4 at a very low 
price to compete against Sony. It is going to be a great year for the consumer and 


one heck of a fight for the gaming giants of ‘95! 





Prepare to lest your might once 
more! Mortal Kombat 11 is just 
Scheduled for 


around the corner 


sase in early April, 


an arcade г 





and to be packaged in with the 

Sony Playstation coming in the 
third or fourth quarter of ‘25, Mortal Kombat is 
sure to make а huge impact on the gaming indus. 
try this year. Nintendo will almost certainly have a 
Championship edition designed for its Ultra64 
machine, and Atari is in the midst of negotiations 
for a version of MKIII for the Jaguar platform 
The biggest question is probably, how do you make 
а great game even better? Mortal Kombat | 
already sports some of the most impressive graph 
ics on the market. But the graphics and artwork to 
be presented in MKIII will blow 15 predecessor 
away. All of the characters’ appearances and cos 
tumes will be modernized, and they'll have even 
more outrageous special magic attacks and defens: 
es 
Contrary to popular rumor, MKIII will not be using 


the Killer Instinct engine, but will be run by a new 


and improved version of the previous MKII engine 





The reason for this decision is that the Mortal Kombat 
engine is designed to handle digitized live-actor 
images (which is what Mortal Kombat is all about). A 
group of five or so top programming artists, including 
3D artist John Volgo, will be working with various 
graphics programs, some of which have been devel 
oped in-house, to get the live actors into the digitized 
domain of MKIII 

A Myth in the Making The Mortal Kombat 
series has taken on a life of its own and has literally 


become the source of a new mythology in our interac 
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tive gaming world. This is understandable given 
that the first Mortal Kombat game was actually 
based on oriental mythology 
and modern-day superheroes. 
Radien, for example, was mod 
eled after a villain warrior in the 
movie, “Big Trouble in Little 
China,” while Johnny Cage is 
basically а clone of the martial 
arts superstar, Jean Claude Van 
Dame. 

John Tobias and Ed Boon, the 
designing gurus of the МК 
series, start most of their charac 
ters off as sketches on paper: The 
next step is to find an actor that 
resembles their sketches to por 
tray that particular character for 


digitization. The Mortal Kombat 





series was designed 
to focus ոօէ on any 
fighting style per se, 
as is SEGA's Virtual 
Fighter 2, but on the 
super-natural. abili 
ty of fighters extra 
ordinare 

In the continuing 
saga of MK, the 
good guys have lost 
the battle in the 
Outworld Our 
worst dreams have 
become a reality. 
Shao Khan is slowly 
taking over Earth, 
transforming it into a replica of the Outworld. The 
tournament battles in MKIII take place in this half 
changed environment where the arena is part Earth 
and part Outworld. 

A Star-Studded Line-Up Shao Khan is, of 
course, present in the game, but this time he has a 
new bride accompanying him, Not all of the char 
acters from the previous games will be competing in 
the tournament, however, Johnny Cage, Baraka, 
Scorpion, and Radien will not don their combat 
attire, but do make cameo appearances throughout 
the дате, 

Sub-Zero will not be returning 
as the Ninja character with 
whom we are familiar (rumor 
has it that he is on the run from 
several groups of hostile indi 
viduals, and has assumed a 
new identity). Jax now has а 
pair of super-powered bionic 
arms that increase his already 
awesome array of offensive 
capabilities, How did he get 
his new arms? Supposedly, 
Jax had a confrontation with a 
mirror image of himself in the 
Outworld and was а victim of 


his own arm: ripping attacks. 











Mortal Kombat Ill will be making its super-debut in 
conjunction with the release of the Mortal Kombat 


movie. What else can be said except... prepare 


yourself! NI 





PLAYSTATION 
TOH SHIN DEN 
TAKARA 

VS FIGHTING 
CD-ROM 

1 OR 2 PLAYERS 





fter several conversions of top SNK 





fighting games, Takara has stepped 


> а Ja -»2 
up to the plate with an original 


fighting game of its own. Toshinden 
is without a doubt, the most impressive polygon 
fighting game to come out for any home system and | 


almost any arcade. š 












At first glance, 
Toshinden looks amaz- 
ing. Then as you watch 
people play the game, 
you'll notice that unlike 
other Virtua Fighting 
games, Toshinden has 
magic attacks like 


Fireballs. These attacks 


As | stated before, Toshinden actually has Street 


combined with the stan- 

Fighter type controls, like FireBall and uppercut 
men ss en. OR P 

motions. A cautionary note, these moves are 
trols, make Toshinden a 

incredibly difficult to perform with those awkward 
game for all fighting 

Playstation controllers. It does take a while to get 





Gare lans 
accustomed to controlling your character from dif- 


: я ferent camera angles, so Бе prepared for а little bit 
Players can select one of several different characters includ- 
ի 4 of frustration. Once you have control down, the 
ing: your basic “Ryu/Ken” characters, an 5 & M lady and 


james good combos and decent reversals, give the 
Crentont eli Chinese mori who has. Vega Աա M ORE © 8 


word FUN а whole new meaning. 
favorite choroder in he gamelle Elis bece she Das cm g 
awesome, almost 15 hit combo that will pulverize players 
ike yet oder believes p Eee asar hina 


games, all of Toshinden’s characters have some appeal to 


them, even if it is only their impressive graphic appearance. 
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Toshinden is а dazzling visual feast. АП the different 
camera angles in combination with the many differ- 
ent background effects give this game an added 
dimsension that 2D fighting games can't match. You 
can spend hours just looking at all the different 
frames and angles of each background and charac- 
ter. One of the best effects occurs on stage, where 
the television screens behind you are showing your 
fight. Гуе counted up to eight mirror screens. Of 
course, when this happens, the game does slow 


down immensely, but hey, what an effect! 





Takara obviously kept 
good notes when it 
made those SNK fight- 
ing games, because 
Toshinden is similarly 
loaded with secrets and 
extra features. The good 
news is that this game 
will actually reward a 
good player. If you win 
the game, you will be 
endowed with that char- 
acteris Super Move, 
which can be performed 
when your enengy bar is flashing. However, if you 
can complete the game without losing a round on 
the hardest setting, you will fight against a hidden 
character. After you beat the hidden character, 
you will be given another Super Move that can be 
done at any time during a match. Fortunately, it 
consumes only 1/4 of 
your life. It’s features 
like these that make 
Toshinden a great 


one player game. 


յո my opinion, | 
believe that all great 
fighting games are 
made for two play- 
ers. Therein lies my 
problem with 
Toshinden. While it 
does have a two 
player mode with 
good damage pro- 
tection, there are 
just too тапу 
cheezy patterns and 
traps that you can 
inflict upon an 
opponent. Another 


annoying feature is 








the ring out, where two players can intentionally 


fall off the edge of а ring. It’s for reasons like 
these that Toshinden is, at its heart, a great one 


player fighting game. 
The Final Word 


Anyone who has a Sony Playstation should buy 
Toshinden without hesitation, if only to see what 
your machine is capable of doing. Toshinden is 
a great one player fighting game that is worth 
the price of admission, but for serious com- 


petitve play, Street 


Fighter II still rules. 


I 6 





Os Angeles, 1996. Crime is overrunning the city. 

A psychotic ‘¢riminal®named Simon Phoenix 

(Wesley Snipes) is holding thirty civilians hostage 

in a giant buming building. The only person who 

can stop the fiendish Simon Phoenix is an officer 

named John Spartan (Sylvester Stallone), also 
known as the Demolition Man. 


In the aftermath of his attempt to apprehend Phoenix, 
Spartan is accused of destroying the building and killing the 
thirty civilians trapped inside. For this alleged crime, he was 
sentenced Io be put into а cryo-prison and frozen. 


San Angeles, 2032. In this utopian vision of the future there is 
по crime, 50 police are clueless as to what to do about Simon 
Phoenix, who has somehow been freed from his cryo-prison 
cell. The only person they can tum fo is the man who captured 
him in the first place, John Spartan, 


Much of what you see throughout the game is a bunch of full- 
motion video with scenes from the big screen movie. During the 
filming of the movie, actors would finish one scene and then do 
it again in front of a blue screen so they could be digitized for 
the video game. 


The game has four basic types of gameplay. First there is your 
typical T2 arcade style shooting. Next а one-on-one vs. fight 
ing mode. Third, a Doomiike first-person perspective shooter 


And finally, the ever-famous racing game. Each is a game in 
itself, 
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SHOOTER 


ll you do is place the crosshair on the 


enemy and fire\lf you can't handle play- 
ing this kind of game on a control pad, 
there is a light gun you can send away 


for, and it really helps a lot. 


In the shooting scenes, you can find two types of 


ammo in addition to the normal bullets you start with. 


One type is rapid fire bullets, which are pretty usel 
when there are too many enemies on the screen at 
once. The other is a clip of armor-piercing bullets (the 
name says it all). All of the weapons have limited 
ammo, but the regular bullets can be reloaded at any 


time (leaving you defenseless for a mere two seconds). 





Whats really great about this part of the game is the 
detailed animation of the characters when they get shot — 
way better than that of most other shooters. The graphics 
and sound effects are also far superior to similar games in 
the arcades. Compare for yourself. 





ell ifs not exactly Street Fighter or MK. Ws 


DESIGN.R.SZETO 


поге Ше а strétegic guessing game that 
happens to look like a versus fighting game. 
Basically, you fry Ծ hit your opponent with 
her а հցի, medium, or'low.ottock. If he 











blocks or jumps over the attack, he ‘will 
Automatically counter-attack (this goes the same for you). ‘opportunity. 
°? Try to destroy all boxes and ba 


rels. You may 





ind power- - 





which increase your accuracy percentage. 
he whole point of this part of the game is to 
find Simon Phoenix and follow him through 
the maze. Finding him isn’t too hard if you 
use the scanner. Red dots represent the loca- 


tion of enemies. A yellow dot represents 





Phoenix. While following him you will of 
course run info enemies who will try to stop you, and 15 


kill or be killed. Be careful not to shoot Phoenix, howev- ` 


er, or he'll shoot back. Your mission is just to follow him. 









Do not shoot 






ion is simply ` 








а, but certainly not least, is the racing part of 








the game where, in a morass of heavy traffic, 


you try fo. overtake the police car Phoenix PUN \ ԾԹ 
FINAL WORD 


t's undecided as to what category this 


stole. Hitting anothiéticat won't make you dra- 


matically crash, blow up, or spin out, but it will 


slow you downil'Your: best strat&gy. here is to пате? Пъти: Shootings racing 


е E fighting, first- n shooting — who 
just stay in one lang until there isia car in front of you, ՄԱ SED eee) 9 


knows?! Perhaps it’s just d really 


good interactive. You decide. 


and then make afmove. 





onzs'rwoisia 
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ver since the beginning of time, 
beings known as “monsters” have 
been living on Earth. One fateful 
day, a mysterious beam of light 
struck the Earth, killing off most of 
the monster population. As decades passed, 
humanity continued to evolve and develop and 
eventually it forgot about the monsters altogether. 
Now, the few monsters which survived the event so 
many years ago, have since multiplied many times 
over, deep underground. The story, of the Crusader 
Of Centy, begins when the dreaded monsters reap- 
pear on the surface and our hero ventures out to 


destroy them once and for all. 


Crusader Of Centy is the first action-RPG type 
offering from Atlus Software (Programmed by 
Nextech, formerly Gau Entertainment, makers of 
Ranger-X). At first glance, it appears to be a close 
replica of Zelda: A Link To The Past. However, COC 


is much more involved and sophisticated than any 









of 


sader 


cen 


Zelda game ever was. While it shares many qualities 


(i.e. the ability to slash up fields of grass and shrubs 


ot whim), it is certainly not a Zelda clone. 


The main component of gameplay in COC are the 
numerous animals you find throughout the game. 
These animals can then be “equipped” to grant you 
extra abilities. Two can be equipped simultaneously 
and certain combinations of animals will produce dif- 


ferent effects. 


The most appealing feature of COC is that at the very 
start of the game, you are limited to walking around 
and talking to others. As you progress, your character 
must "learn" how to jump, throw a sword, etc... 

Vicariously following this kind of character develop- 
ment is very rewarding and truly engages the player 
with the game. In addition, the added element (though 
somewhat limited) of time travel pulls you in even fur- 
ther. It allows you to explore separate areas of the 


game, not only as they developand change in the pre- 


sent, but also as they were in the past. 


There are an unusually large number of puzzles in 
which you must manipulate switches, push blocks, 
etc. in order to complete a section of the game. In 
fact, the entire game is largely comprised of this 
type of gameplay. This kind of combination works 
extremely well in this situation. As you progress 
through the game and gain more and more abili- 
ties, the amount of technique required to continue 
further increases as well. Because of this quality, 
those who are not used to such games will have an 
extremely difficult time. On the other hand, expert 


RPG players may find COC a bit too short and easy. 


The graphics are very sharp and polished, as are 
the sound effects and music. COC is a must buy for 
RPG fans and critics alike. (Atlus Software is also 
offering a strategy guide for COC. For more infor- 
mation or general questions, Atlus can be reached 


via e-mail at Atlus] @aol.com) 
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Ву Desmond, the funny guy 


apan had Dragon Knight on 
their PC-9801. Then the PC 
Engine had Dragon Knight Il, a 
direct sequel to Dragon Knight. 
In ‘94 the PC Engine finally saw Dragon Knight Ill. 
Now in ‘95 we get Knights of Xentar, а spin-off 


based on the three games and on the feature length 


movie. 





This game takes place during a time when there 
was no such thing as Politically Correct labels—so 
women were referred to as ^wenches". Men were 
men and women..well, they were women. 
Desmond and his level-headed cohort, Rolf, must 
free the land of Xentar from unwanted inhabitants. 


Well, you see, Desmond has this nifty kind of odor 





which, er, well, can’t even be stopped by that stuff 
that’s Phd (#5 funny, laugh, please) balanced for a 
woman, but strong enough for a man. Desmond's 
B.O. has been known to stop Yaks dead, and | 
mean dead, in their tracks. The bad thing is that the 


wenches have an affinity towards Desmond—| 


օօ IE 


guess he’s between a rock and a hard spot. 


Desmond must free the land of Xentar of evil beings 





known as the Knights of Xentar. These Dark Knights 
are lead by Deimos. With the help of Rolf and Luna 
(the red head), Desmond will rid the land of evil and 


find out the mysteries of his shrouded past. 





Кой fighting system is in real ime. KoX allows youto select 
your map speed, ie. the speed at which Desmond 
advances, At the outset of Desmond's quest the most suitable 
fighting speed is 7 or 6. Once you've gained enough expe- 
rience and you know you can kick butt, then go ahead and 
set the speed at around 3 or 4. It is a good idea to slow 





down the fighting speed when you encounter new enemies. 
Even if Desmond is strong, you don't know what you will be 
dealing with. Also, the defense mode in fights will get you 
nowhere fast. IF you do plan to use defense, have only one 
person in the party do so, while the other two fight off the 
enemy. Knights of Xentor allows you to save up to 99 dif 
ferent games. Save as frequently as you like and save at 
points which seem to be prominent in the plot. You don't 





want fo make the mistake of advancing in Xentar and find- 


ing out that you forgot to save your game. 


Now comes what you've been waiting for: specific tips. You 
probably are going nuts attempting to find the Hermit in the 
outskirts of Dreadsden. The trick is not to leave ће town 
map. You will never find the Hermit if you try looking in the 
large map mode. To visit the Hermit, head clockwise 
around the city walls once immediately outside the gates. 





You can now get the Mystic Marble and go to Pricilla’s 
house. IÍ you're having trouble with the staircases in the 
Castle of Kalist, here you go: go down the upper-right stair- 
case, then go up the bottom-left staircase, Next, head for 
the bottom-center staircase. The puzzle will have been deac- 
tivated on the way back. To get out of the Castle you must 
find the Demon Key, which is in a chest on the top level near 
the main entrance. Get it and go to the southwest comer of 





the level. Go up and through the demon on the wall. Jump 


onto the pentagram and you're outta there! | hope you 
have fun figuring out the more difficult puzzles in the game. 


You're on your own now, smart guy. HT 





fter much delay the LucaArts 
Entertainment entry into the first person 
perspective game world has finally 


arrived. With all the great effects and 





capabilities found in ID Software's 
DOOM and DOOM Il, DARK FORCES 
adds many new features which brings the standard to 


new heights. 


The new Star Wars story begins with yourself, as Kyle 
Katarn, a former member of the Empire, now working 
for the Rebels. Kyle's mission is to steal the plans for 
the Death Star. However, Kyle uncovers plans to cre- 
ate battalions 
of “Dark 


= 


Troopers” ջի: 
Eo 
(robotic-like 





stormtroop- 
ers). The rest 
of the game involves traveling to the various worlds, 
finding the clues, and thwarting the plans of the 


Empire. 


The characters in this story are familiar ones: Imperial 
Stormtroopers and officers, Gamorreans, interroga- 


tion droids, and floating droids. You have nine differ- 





ent weapons 
at your dis- 
posal; your 
fists, օ blaster, 
a blaster rifle, 
thermal deto- 


nators, a autogun, a mortar gun, a fusion cutter, 


Claymore mines, and an assault cannon. 


As you will notice the 3D graphics are fantastic. The 
choice of colors and attention to detail greatly enhance 
the experience. There was also a real 

effort to animate the environment. ||: 
There are elevators fo take you to multi- 
ple floors, bridges over flowing water, 
catwalks, air shafts and other architec- 
tural features. Ships even come and go 
at the flight decks, rivers sweep along, platforms and 


conveyor belts move, etc. 


My initial response fo the game was a litle disap- 
pointing. The active viewing box (the screen you view 


the environ- 













ment) is small- 
er than that of 
DOOM. This 
also means 7 ë 
A SN 


else is smaller. But, as you play the game you adjust 


everything 





PC PLATFORM 
DARK FORCES 
LUCAS ARTS 

SHOOTER 
CD-ROM 
1 PLAYER 


Jerry “the dude” Lee 


and begin to appreciate the 


greater detail and smoothness. 


When comparing DOOM and 
— 22°" Dark Forces you realize these 
programs are of different breeds. The survival focus 
of DOOM keeps the adrenaline going. But the 
added strategy and player agility of Dark Forces 
takes things to new level. With the ability to jump, 
duck, look up, and look down, the gameplay com- 


pletely changes. 


For example, there are areas where you must look for 
cracks in the walls, throw a thermal-denonator to 
blow the crack open, run and jump across ledges to 
teach the open areas. Much more complex and 
challenging than just avoid- 
ing the pits of acid or the 
green IMPs fireballs. 


On the downside, Dark 
Forces does not support 
modem or network play. | play modem DOOM and 
love every minute of it. If LucaArts wants this game 
to achieve the popularity of DOOM they should real- 
ly consider instituting a Cooperative (a team of peo- 


ple working together) multiple player option. 
All in all, | would definitely recommend this game to 


in my opinion, is state of the art in the first person 


3 
2 | DOOMer5 and Star War fans alike. Dark Forces is, 
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PC PLATFORM 
RISE OF THE 
ROBOTS 

TIME WARNER 
VS FIGHTING 


CD-ROM 
1 OR 2 PLAYERS 





reprograms the other worker and security bots to 
aid in overtaking the factory complex. You are sent 


in by human management with an advanced 



















robotic body which encases your brain and central 
nervous system. It is now up to you to save the 
Homo sapien species. Get ready, here it comes in 
all its SVGA glory—Rise of the Robots. This is Time 
Warners Interactive's answer to Street Fighter and 


Mortal Kombat for the PC. 


Few fighting games have 
come out for the PC platform 
primarily because developers 
believe that fans of this gam- 
ing genré exist mostly on car- 


tridge based systems. Also, 


etropolis 4 is home base of a totally 
self-running Electro-corp manufac- 


turing factory. Until recently, all has 





gone well. An unknown computer 
virus has infected the “Super-visor”, the main con- 
trolling android of the facility. All back-up redun- ES 
dancies have failed. The Super-visor’s program- à Š 4 E nad = 


ming has been rewritten so that it now puts CN բ $ Y 
self-preservation аз priority #1. Meticulously, it ւոյ) T FI E ROBOTS 


вста 








most of the fighting games that have been ported 


over to the PC platform from the cartridge have 
exhibited good reproduction of graphics and 
sound, but horrendous control of the characters. 
Any fighting game fan will tell you that if you don’t 
have control over your fighter, you have practically 


nothing. 


Does Rise of the Robots address the problem of PC 
fighting games? The answer is a woeful no. Once 
again, you have fantastic graphics—some of the 


best | have ever seen. The 3-D Studio software gave 


the all the robots a realistic three-dimensional look. 
The sound effects are also superb. The constant 
humming of machinery in the background made 
me feel as if | was in а desolate factory warehouse 
(which is where the Байез take place anyways). 
Unfortunately, the actual game leaves much to be 


desired. 


If you are a true fighting game fan you want the 
abilities to punch and kick both high and low 


with lots of different action buttons; thus enabling 


you to do special combos. Unfortunately, you 








only get one action button in Rise of the Robots. 


You are also limited because you do not have the 
ability to jump over your opponent to do surprise 
attacks from behind. You are always stuck on the 


side of the screen that you started. 


Now, I’m not saying that Mirage Entertainment, the 
game developers, did a terrible job on the project. 
It is obvious that they spent a lot of time on presen- 
tation. However, developers should understand that 
if they are going to target a particular market, they 
need to develop a game that (if nothing else) meets 
the established standards set in the game industry. 
If you are going to design a fighting game, then at 
least have the same basic maneuvers as Street 
Fighter or Mortal Kombat, because those two 
games are the standard which other new fighting 


games are measured against. 


The basic message to future fighting game 
designers is that all the electronic fluff in the 
world is not going to help your game if it lacks 
basic game-play control. If consumers cannot get 
into it, they will tell their friends not to buy it. The 
PC platform is getting closer to developing a 
good solid fighting game, but until that game- 


control element is refined, cartridge systems will 


rule this market! 


Exc 6 





Francis Копа 


very PC gamer worth his ог her 


salt knows about Wing 





Commander 111. Well, this month 

we here, at Newlype Gaming plan 

to give you some tips on how to 
get through the first three missions of 
WCIII with flying colors. We enlisted the 
aid of some of the most die-hard Wing 
Commander fighter pilots PC gamers,. 
Among which are an old-time comrade, 
Andrew Sanchez, who is a PC game 
designer in his own right and has been a 
veteran of the Wing Commander saga 
since its beginning in 1990. In the follow- 


ing pages are some strategies that may be 








used! So listen up cadets, because the 
future of the Confederation lies in your 


hands. 


URSINI 


Vi [a я 


You and а wingman will be assigned to до а 
standard sweep from three navi- 
gation points. At this stage, you 
can only choose Hobbes, a 
defected Kilrathi pilot, as your 
wingman. The ship you will be 
assigned to will be a Hellcat V. 
Before you enter nav point 1, 
switch guns to full power and 
increase power to shield in your 
energy control systems. 


Damage control can stay at a 


minimum, unless you take heavy. 


damage to your ship. In that cose, 
increase power to damage repair systems. 
NAV POINT 1 there will be 
two Darket light fighters here. Tell Hobbes 
to break and attack one of them. These 
Kilrathi ships are only lightly armored and 
carry a light armament, but they can move 
at lightning speeds. The best strategy is to 
hook into communications with the ship 
that you have targeted and taunt the pilot. 


The Kilrathi are known for their very short 


tempers and if taunted enough times, will 





— NAV POINT 3 onc «i, 


i IN к the Kilrathi empire has sent two Darkets into 

е d your space. Use the same tactics described 
Яо | . for nav point 1 to dispatch these invaders. 

c Once you have finished the first mission, 


return to the TCS Victory and request clear- 
















ance via communication before landing. 
Between Missions 1 and 2, be sure to 
explore the entire ship. This is how you will 


find your additional Wingmen for your next 


u 


missions. 


This is the first mission where you can 
choose different wingmen. Try Maniac ог 
Cobra for quick kills. Also, choose the 
Thunderbolt fighter for this mission. It 


may not be as fast or as maneuverable as 


move into an attack position instead of an eva- 
sive maneuver. Once in the attack position, 
you will get a lock on their ship. Take down 
their shields with missiles and move in for the 
kill with full guns a-blazing. 


NAV POINT 2 м enemies | 7 


here. Proceed to nav point 3. tom = 








the other ships, but it packs the most fire- 
power and has an option for carrying a 
torpedo. You can choose the missiles you 
want to load onto your ship as well. 
Heat seekers are fine missiles, but must 
be fired from behind an enemy ship. 
Friend or Foe missiles can be fired from 
any angle and require no lock time, but 
do less damage. Image recognition mis- 
siles do much more damage, but require 
а lock time on the target. The choice of 
missiles is up to you. 


NAV POINT 1 No enemies 


here. 


NAV POINT 2 there are | 


two Darkets present here. You should 
know what to do by now. 

NAV POINT 3 vo will 
encounter two more Darkets and a Kilrathi 
transport this time. Concentrate your 


wingman and your fire-power on the 


NEWTYPE GAMING 





Darkets first. Destroy these Darkets as 
quickly as possible, because other Darkets 
and Dralthi may come for reinforcement. 
Once the fighters are taken care of, get a 
torpedo lock on the transport and blast 
away. 

Good job ace, you are on your way back 
to the Victory where you will receive a 


briefing on Mission 3. 





tion to be ported over to your ship's on- 


pilot light to come on to verify that the 
information has been received. 

NAV POINT 1 noring here. 
On the way to point 2, you will encounter 
one Dralthi and two Darket fighters. Tell 


your wingman to break and attack. You must 





You are to fly escort duty. Whatever you 


do, don’t choose Maniac as your wingman. 
Choose the Arrow as your ship because of 


its quick response time. Re-configure all 





missiles to Image Recognition types to take 
advantage of their ability to inflict heavier 


damage and short lock-on time. 





First, fly close to the medical supply 
transport ship. Then wait for the auto- 


matic download of navigation informa- 

















keep an eye on the Dralthi fighter--it will make 
а run for your transport. This will be a diffi- 
cult battle because it is three to two odds, in 
their favor. Hopefully, your wingman will be 
able to keep the two Darkets occupied while 
you go head-to-head with a Dralthi. I 

NAV POINT 2 xo will 
encounter two more Dorkets ond o Kilrothi 
Corvette here. Tell your wingman to go after 


the Corvette, while you handle the two 


M handle one to two odds against you. 

NAV POINT 3 there are two 
more Darkets here. Take care of them quickly 
and escort the medical transport to its destina- 
tion. Depending on the level at which you 
play, reinforcement for the Kilrathi may be on 


its way, so it is best not to linger here. 


board flight computer. Wait for the auto- 





Darkets. Hopefully, you are good enough to 





ell you flight jockeys, there 
itis. With this knowledge 
in hand, you will plow 
through the Kilrathi’s 
front-line defense with no 
problems. Use these tactics as a base for 
future missions, and you will soon be the 


true Wing Commander for the 


Confederation. NT 





Оп November 18-21 Nintendo held the finals to the 





first annual Power Fest Tournament in San Diego, 


California. Players had been competing since late 


summer and this was it—the finale. 


Through the course of the weekend players tested 
their mettle on the SNES. The competitors were 
flown in courtesy of Nintendo for this grand event. 
There were but a few players representing 
California. For the most part, Power Fest players 
were from the Mid-Western states. JD Roth was 


Master of Ceremonies for Power Fest. JD along 






Tyrone Rodriguez 


Hudson, once again, sponsored a tournament for 


an upcoming release. This time it wasn’t 
Bomberman, it was The Sporting News Baseball. 
The tournament took place from Friday, January the 


sixth to Sunday, January the ninth. 


As in previous Consumer Electronic Shows, it was a 
press-only tourney. Tony Lew and | represented 
Newtype Gaming. Other press included Chris Bieniek 
(VideoGames), Zach Meston (VideoGames), Jeff 
Tschiltsch (VideoGames), 


(VideoGames). Also present were Ben Leatherman 


and Nikos Constant 


with Donkey Kong's on-screen antics made for a 
great show. All the players were totally hyped. They 
were even given a chance to play Donkey Country 


prior to its release. 


On Sunday the Main Event, as it were, took place. 
lt wos Ben Veach versus Mike Larossi. The game was 
a five minute round of DKC. After five minutes the 
player with the most points would be crown of the 


Power Fest ‘94 Champion. The five minutes seemed 


(Fanarchy), Mike Salmon (Game Players), Chris Slate 
(Game Players), Ryan MacDonald (Game Informer) 
Ross VanDerSchaegen (Game Informer), Francis Mao 
(GamePro), Wes Nehei (GamePro), Andy Saito (free- 
Mike Meyers (freelance), 
(Reflections), and Matt Taylor (freelance). With so 


lance), Ken Langstrom 
many different trades members you would think that the 
friction would be high, but it wasn't. The only slight inci- 
dent was the fact the Matt Taylor had to be convinced to 
give Nikos and Jeff their rightful shot at his team. 


| was late making the trip to Las Vegas for CES so | 
missed my scheduled time slot for the tournament. In 
fact, | barely made it on time for my 2:30 with JVC. 
Well, good news, it appears that all of the players for 
1:00 pm on Friday were no-shows. | spoke with the 
lovely Lisa Catania who was kind enough to fit me in. 


| soon was introduced to my teammate, Mike Meyers. 


It was single elimination so this was serious. Games 


to last a lifetime as the contestants gave it their 
best. The actual match was a see-saw battle. 
When one player would find a special time to give 
him the lead the other player would do the same 
giving him an edge. Mike Larossi finished the tour- 
ney as the Champion. He walked away with a 


brand new Mustang. Too bad | didn’t compete. 


Players around the country anxiously await the 


second annual tournament. 


consisted of three innings. The team with the most 
runs at the end of the three innings was announced 
the winner. Game play consisted of one person on 
each team pitching while the other fielded. Players 


alternated during their offensive turn. 


Mike and | made it to the third round knocking 
other teams down and out. Tony Lew’s team was 
eliminated in the second round. The team of Jeff 
Tschiltsch and Nikos Constant advanced to the third 
round only to be defeated by Matt Taylor and Ken 
Langstrom. Mike and | made it, but were bested by 
Ryan MacDonald and Ross VanDerSchaegen 


made it as well. 


The Sporting News World Series was composed of 
Matt Taylor and Ken Langstrom versus the Game 
Informer crew was taken by the formidable Game 


Informer team. | may have lost the tourney, but | will 


return...maybe Bomberman will, too. 


CLAY FIGHTER 2 (5 

Turbo Mode (up to speed 10) 
At the opening menu hold the Y button and press Լ, Լ, Ք, down, left, В. You should 
hear a noise indicating you inputted the code correctly. 

Hidden Characters 


Input the following codes at the opening menu to use the following hidden alter-ego 


characters; 

Ice Hold “B”:up, Լ, Լ, Լ, right 

Sarge Hold “X”:L, Լ, up, down, left, down 
Jack Hold "up":X, А, R, R, Y, A 

Butch Hold "L":X, Ք, A, X, R, R 

Thunder Hold "up-left":Y, B, X, B, B, X, A 
Peelgood Hold "down-left":B, Y, Y, A, Y 
Slyck Hold ^Y":L, Լ, up, Լ, left, R 

Spike Hold “R”:B, B, A,, Y, left, A 


DONKEY KONG COUNTRY (SNES) 
50 Lives 
At the opening menu, highlight “Erase Game" and press B, A, R, R, A, Լ, (barrel). 
Music Test 
At the opening menu, press down, A, R, В, У, down, A, Y on the control pad. Toggle 
through the BGMs with the “select” button. 


SUPER RETURN OF THE JEDI [SNES] 

Debug Mode 
At the title screen, input the following code on control pad 1: A, A, B, B, X, X, Y, Y, A, 
B, X, Y, A, B, X, Y, then press start. Then while playing, press Լ and R together on 2P 
control pad and the debug menu screen should appear. 
note: If you did not hear a sound after inputting the code, that means you did it wrong 


and you must turn your system off and back on in order to retry. 





SPEEDO: 15) 


[Game pesUG MENU 


ARER 
AREA: TATOOINE 


SIRGE от 
Lives : 99 
HEALTH: 36 
HERPON: PLASMA 
SETOR : WICKET 


START DRAME 
Dorion меми 


PRSSHORD, 


| ЕСЕНЗЕО ГНТЕМОП 





TOH SHIN DEN (SUNY PSX) 
Play as Gaia 


At the title screen when the options are coming from left to right, press Down, Down- 





right, Right (in a circular motion) and then press the Square Button (+ Կ» +0). If 








done correctly you will hear the computer say "Fight." After you select the mode of 


play, go to Eiji's character. Hold Up on the controller and press any punch or kick 





button. The screen will change and you will play as Gaia. Gaia is a very slow char- 
acter, but does massive damage and has some decent combos. 

Play as Sho 
First, do the "Play as Gaia" above. Choose Gaia and die. Now let the continue 
timer run down to "0." Next, wait for the title screen. When the options are coming 


from left to right, on the 2P control pad, press Left, Down, Down-left (Sho-ryu-ken) 





and then press the weak punch button ( ф e If done correctly you will hear 











the computer say "Fight." Next go to Kayin, hold Down on the controller and press 


the any punch or kick button. The screen will change and you will play as Sho. 


Fatal Moves 
Eiji Pub rer уэ Л 
Kayin PUP Ke END Л 
Sofia rere RA 
Run-go £V NV re RA 
Fo Per фул 
Mondo tYwsiw+<&A 
Duke yume RA 
Ellis eseki 
SAMURAI SHODOWN 1 (NEO GED) 


Play as Kuroko (the referee) 
At the character select screen, go to Haomaru but don’t choose him. Move the joy- 
stick up, down, left, up, down, right, then press “A” or “D” button. Kuroko is by far 
more powerful than all of the other characters. Unfortunately, this code works only 
on the home system and only in the two player mode. 

Deadly Moves 
Haomaru Nee фм» у £ andB«C 
Nakoruru ù$ e> w ond B + C 


Galford +< <> Հվ and B+C+D 


Hanzo << Հվ and В+С+р 




















KILLER INSTINGT (ARCADE) 

Easy Combo Breakers 
At the animated VS. screen, hold down on both joysticks and start on both 1P and 2P 
sides. If you did it correctly, you should hear the computer say “combo breaker" 
instead of “fight on.” Now when you try to break out of a combo, you just have to 
know which move to do but you don’t have to guess which button to press in order to 
make your combo breaker work. 

Random Select 
At the character select screen, hold up on the joystick and press the start button. The 
computer will select your fighter for you. 

Turbo Mode 
At the animated VS. screen, hold right on both joysticks and all three punch buttons 
‘on both 1P and 2P sides. If you did it correctly, you should hear a sweeping sound 
instead of “fight on.” 

Secret Stage 
At the character select screen, both players must hold down on the joysticks and press 
the medium kick buttons. In this Virtua Fighter-like stage, you can fall off of the plat- 
form or knock your opponent off any time during the bout. 

Play as Eyedol 
At the character select screen, choose Riptor. Immediately hold quick punch, quick kick, 
and medium punch and left on the joystick. Then, as soon as the animated vs. screen 
appears, hold right on the joystick along with medium punch, fierce punch and fierce kick. 
If you did it correctly, you should hear the computer say “Eyedol” instead of “fight on.” 


RIDGE RACER [SUNY PSK) 

More Cars 
While the game is initially loading, you get to play the classic Galaxian. If you can 
hit and destroy all of the enemies on the screen (get a "PERFECT"), you will have more 


cars to choose from when which car you want to race with. 


VIRTUA FIGHTER (SATURN) 
Play as the Last Boss 
Using the 2P control pad, go to the character select screen. Press down, up, right, then 
left + A together. IF you did the code correctly, you should hear a sweeping sound. 
You will have chosen Dural. 
Adjust the Ring Size 
At the title screen, press up on the control pad 12 times, then go to the option screen. 
As soon as you see the option screen, you should hear "k.o." Then go to exit, press 
down on the control pad, and press A or C. A new option screen should appear that 


allows you to change the size of the ring. 


CONTRA HARD CORPS [GENESIS] 
70 Lives 
At the title screen, input С, В, A, right, left, С, В, A, right, left, С, В, A, right, left on 
control pad 2. 
Stage Select 
At the title screen, input left, right, A, B, C, left, right, А, В, C, left, right, A, B, C, on 


control pad 2. 


Secret Power Ups 


At the “Tonight's Match Up" screen input the following codes for the following power ups: 


Shot % display 

Quick hand 

Max power 

Power up Goaltend 

Power up fire 

Power up turbo 

Power up offense 

Power up 3pt. 

Power up dunk 

Power up block 

Block one opponent and both fall 
Block one opponent 1 falls 


Teleport pass 


44448 

eee «Аэ» 
-> e BBI 

»4 ++ ++ 

+ > >ВА+ 

BBBA 4 ¥ + + 

АВ АВ + + 

+ <> 4 + 

+> ABBA 

+ ФАВА» + 

444 4 << «+ «+ АА 
444 4«« « «АВ 


+» +-Аф «+ «>В 


High shots ++ t +> +tAAAA4 
Speed up ++ ++<<<<BA 
Slippery court АДААА» + > + + 


Hidden Characters 
To play as the following characters, enter the following initials, as directed, ot the initial entry 
screen. While entering each initial, you must hold the “start” button and press the correct but- 
ton with it. Below, the first initial corresponds with the first correct button fo press while holding 
“start.” The second initial corresponds with the second button, and the third initial corresponds 
with the third button. The "*" means you can press any button and you do not have to hold 
“start” while entering that initial. For example: to play as Air Dog, place the cursor on the letter 
“A”, hen hold “start” and press Y. Next, place the cursor on “I”, then press any button. Finally, 
place the cursor on “R”, then hold “start” and press В. To play as Brutah, first place the cursor 
on the letter “U”, then hold start and press A. Next, place the cursor on the letter “С”, then hold 


“start” and press В. Finally, place the cursor on the letter “N” and press any button. Get it? 


та са 


AB 
EF 
Ս) 
nn 
QR 
ՍՄ 
¥Z 
Ք 


лемежет 
»жаогжо 





Programmers Initials. Buttons 


Air Dog AIR Y'B 
Brutah LGN АВ“ 
Carlton JMC YYB 
Chow-Chow AMX *AY 
Divita SAL AY* 
Facime XYZ BBA 
Falcus 2252 АУ 
Goskie TWG B*A 
Hill NDH ABA 
Kabuki DAN “BA 
Kid Silk KSK *BY 
Kirby CK ^ Bry 
Liptak Sha "ВВ 
Мооп JAY *AB 
Moose Kat MPF BY* 
Muskett MCM BBY 
Revitt RJR "AY 
Scooter Pie HTP A'Y 
Snake GOF AYB 
Turmell MT A*A 
Weasal RAY BA* 
Mascots 
Benny BNY B*Y 
Hugo HGO "YA 
Crunch CRN AB* 
Gorilla GOR *BB 
Celebreties 
B. Clinton CIC АВ 
H. Clinton Hees *B* 
Charles ROY BA* 
Adrock ADR *YB 
MCA MCA BB* 
Mike D MKD YY 
Bird BRD AY 
Blaze BLZ Ру 
Jazzy Jeff JAZ YAA 
Fresh Prince WIL YB* 
Frank Thomas SOX ВА 
Cunningham PHI “А 
Heavy 0. HVY A'B 


*On the Genesis version, substitute the SNES Y button for the Genesis C button. 





Call 310-920-9120 for any Questions, 
Technical Support or Foreign Orders. 


Credit Cards Accepted: VISA, MASTER CARD, DISCOVER & AMEX 
Express Shipping Games & Accessories: 
(48 States): $7.00 S&H (AK, HI, PR, USVI, Canada): $9.00 S&H 
Game System Shipping: Additional charges apply. Call for pricing 
Price, availability and shipping times subject to change. 
California residents add 8.25% sales tax Mail or fax orders to 
Gizmo's Gadgets & Games, 6113 Adenmoor, Lakewood, CA 90713 
Telephone: (310) 920-9120 Fax: (310) 866-9670. 





Call for Free Catalog 


Discount Prices 


Animaniacs . 
Brutal... 

Demolition Man CD 
Eternal Champions CD 
FIFA Soccer 95 

John Madden 95 
Mortal Kombat 2. 
NBA Live 95 

Pitfall Mayan Adv. 
Return of Supermai 
Slam Masters 

Star Trek Deep Sp 9 . 
Star Strike 2 СО. 
Total Carnage CD . 
WWF Raw... 

Call for New & Used Gene: 


32X System 


Fahrenheit СО. 
Metal Head.. 
Surgical Strike CD 
Virtua Racing Deluxe 
Star Wars Arcade 
Stellar Assault . 
Moto Cross.. 


Beavis & Butthead 
Bonks Adventure... 
Donkey Kong Country . 
Earth Worm Jim 
Final Fantasy 3 . 
Indiana Jones Ad 
Jurassic Park 2. 
Lion King . 
Madden 95. 
Mortal Kombat 2 
Return of Jedi. 
Super Punchout 


$ 52.99 
$ 57.99 
$ 61.99 
$ 63.99 
$ 66.99 
5 61.99 
$ 54.99 
5 61.99 
$ 53.99 
$ 64.99 
$ 59.99 
Տ 54.99 
5 51.99 
$ 65.99 


$ 58.99 
Call for New 8 Used SNES Games 
We carry all New Titles 


Neo Geo Gold System $ 565.00 
(System Includes Choice of Any Game) 
Stereo AV Cable 5 17.99 
Samurai Showdown $ 195.99 
King of Fighters 94 $ 195.99 
All New Titles .... $ 195.99 
Neo Geo Used System $ 275.00 


Call for USED Neo Geo Games 


Direct to You 


open: 7:00 am to 9:00 pm PST. 
7 Days a Week 


Jaguar System .... 
Jaguar Controller 


S-Video, AV, Composite ... 


Aliens vs Predator .. 
Assault Covert Op. 
Battle Zone 2000. 
Casino Royal... 
Checkered Flag 2 
Club Drive 
Creature Shock 
Demolition Man 


Double Dragon V 
Dungeon Depths . 
Flash Back ... 

Iron Soldier 

Kasumi Ninja 

Rise of the Robots . 
Space Wars . 
Syndicate .. 

Theme Park . 

Tiny Toons Adventure . 
Troy Aikman Football . 
Ultimate Brain Gam 
Ultra Vortex 
Wolfenstein 3D 


$ 236.99 
$ 19.99 
$ 19.99 
$ 56.99 
$ 46.99 
$ 51.99 
$ 56.99 
$ 56.99 
$ 51.99 
$ 51.99 
$ 51.99 
$57.99 
$ 51.99 
$ 45.99 
$ 51.99 
$ 51.99 
$ 56.99 
$ 56.99 
$51.99 
$ 53.99 
$ 53.99 
$51.99 
$57.99 
$57.99 
$ 62.99 


$ 389.00 

$ 39.99 
.. $48.99 
. $ 49.99 

$ 51.99 


3DO System .. 
3DO Controller 
AD&D Slayer.. 
Clay Fighter 2. 
Cyberclash . 
Creature Shock . 
Demolition Man . 
Dragon Lore 

FIFA Intern. Socce 
Flashback 


Kingdom of Far Reach 
Lemmings Chron 
Madden 95 . 

Mega Race. 

Myst 

Monster Manor 2 
Need for Speed . 
Nova Storm .... 

Off Road Interceptor 
Pataank 

Rise of the Robots 
Samurai Showdown . 
Star Trek 

Street Fighter Turbo . 
Theme Park 

VR Stalker .. 

World Cup Golf . 


Golf 36 Holes 


GRAND OPENING ! ! ! Wholesale Department 
For Wholesale Inquiries call 800-910-1221 or Fax 310-866-9670 


Experts in International Orders (New Games, Systems, Accessories and Close-Outs) 








Call for USED 3D0 Games 


Se Habla Espanol 








NES AC Adapter 

Genesis | AC Adapter 
SNES AC Adapter... 

Game Boy AC Adapter .... 
Game Gear AC Adapter. 
Lynx AC Adapter 
Automobile P.S. for Game 
Gear & Game Boy 

Game Boy 10-Hour Battery 
Pack & AC Adapter 
Game Gear 6-Hour Battery 
Pack & AC Adapter 


G102 Genesis | Mono AV Cable. 
G236 Genesis | Stereo AV Cable 
G240 Genesis || Stereo AV Cable 
G334 SNES Stereo AV Cable.. 
G400 Gold Tipped Auto RF Switch. 
C250 Universal Cleaner 

C652 Sega CD-ROM Cleaner . 
H112 NES 10' Ext Cable 

H220 Genesis 10' Ext. Cable 
H309 SNES 10' Ext. Cable .. - 
M180 Game Boy Screen Magnifier » 4 f Cry 
M245 Game Gear Screen Мадп е - 
SVID S-Video Cable for SNES 


A156 Genesis Wireless (2 per set) 
A216 SNES Wireless (2 регѕе) ................. $ 39.99 
B201 Genesis Cont (Turbo and Slow-Mo)......$ 9.99 
8305 SNES Cont. (Turbo and Slow-Mo)........$ 9.99 
B410 NES Cont. (Turbo Only) $ 5.99 
B226 Genesis 6 Button Controller ~$ 12.99 
8326 SNES 6 Button Controller ................ $ 12.99 
B350 Radical FX Programmable (NEW) 
Controller (With one Ram Cartridge) .... $ 29.99 


>s: LCD Screen. Removable RAM 

е allows up to 256 moves to be saved 

permanently. Up to 30 рге-ргодгат cartridges 

available (MK2, ЗЕП, Samurai Showdown, etc.). 
SNES and Sega Genesis versions available 


$ 16.99 


$ 34.99 





ILLUSTRATION.R.SZETO 





ast year, CAPCOM finally released its long- 
overdue anime movie version of Street Fighter. 
Fans from across Japan dissed the lamepro 
Fatal Fury flick, and lined up to see Ryu. But, as 
is lately the case with CAPCOM, the anticipa- 


tion was the best part. 


The story is based somewhat on the Street Fighter video game series, 
with Bison (Vega in Japan) as the evil dictator striving to raise his 
Shadolu organization to global status. Guile and Chun Li are the two 
agents trying to bring down Bison’s reign of terror, while Ryu wanders 
the world seeking fights. Just like in every legal and illegal comic 


book, Bison somehow takes Ken captive and makes him fight Ryu. 


Unlike the live-action movie, all sixteen characters from the Super 
Street Fighter Il game appear іп the anime. Even the mysterious 
Gouki, Akuma, or is his name Sheng Long(2), sort of appears in the 
anime, but of course you never see him. The fight scenes are what 
make this movie super, and the opening scene will have you loving 


CAPCOM again because Ryu and Sagat fight for the first time. 


Here and there, Street Fighter features some of the best art ever seen 
in an anime film, but overall the art, as well as the animation, are 
fairly average. At least CAPCOM spent the money in the right 
places, allocating sizable chunks of the budget to the fight and 


shower scenes. 









Sy s 


Most of the music is decent, but what is really surprising is that one of 
Japan’s top idol singers was actually hired to perform on the soundtrack. 
While the song is only OK, it at least shows that CAPCOM is trying to give 


the audience something special. 


CAPCOM of America has stated that they have no plans to release the 
Street Fighter anime in the states. This is most likely due to the fact that the 
Street Fighter live-action movie is playing nationwide. But do not despair, 
CAPCOM of Japan released a LD version of the anime early this year. 
Although, with a price of just under $100 and no subtitles, you’re gonna 


have to seriously weigh the odds to see if it’s worth it to you. 


Street Fighter the Anime is worth the price of a movie ticket to watch, and 
well worth renting from your local store. Yet, it doesn’t come close to ful- 
filling the high expectations of its loyal fans. "5 seems that CAPCOM is 
following the same path as Konami. As loyal Street Fighter/ CAPCOM fans 


we can only do as we have always done, and that's hope for a sequel to 


bring us back. 





ва 








ILLUSTRATION. R.SZETO 


n the last couple years SNK has brought the Fatal Fury cast 
to life in two of their own anime TV movies. Both were of 


high caliber, and the legend of the Fatal Fury saga spread 





quickly to anime fans all across Japan. Last fall, SNK intro- 
duced its newest anime series, Samurai Spirits (Samurai Shodown in America], 
and proved to the industry once again that video games and anime go hand- 


inchand. 


Samurai Shodown is to some extent based on the plot of its arcade and Neo 
Geo games. It's ће story of a demon who is trying to conquer the world in pur- 
suit of his own pleasure. The good guys try to stop him by joining forces and 
combining their powers. OK, you've heard it, seen it, and done it all before, 


right? But hey, its SNK — what did you expect? 











Every character from Samurai Shodown | makes at least a token appearance in the 
flick, but the majority of the action is centered around the main hero, Haomaru. 
Along the way Haomaru befriends Nakoruru, Galford, and Charlotte as he strives 


to “live the Kitana legend.” 


You can tell that this film didn’t have quite the same budget as the Street Fighter 
anime, not only judging by the art, but also by the “kiddy” storyline in which the 
Samurai spirits’ tales are told. Apparently, SNK's marketing department specifical- 
ly created this anime for a younger audience because it was being made for TV, 
while the Fatal Fury series was designed to appeal more to a teenage audience. The 
story in Samurai Shodown isn't necessarily bad, but it might be better if the amine 
were more like the game in explaining the who, what, and why of the plot instead 


of giving Haomaru a little floggin’ on the noggin courtesy of Hudson’s Queen Bee. 


All in all, Samurai Shodown is good anime that was definitely made for TV. If you 
get the chance, don’t hesitate to rent it. But only buy this anime if you: 1) are a die- 
hard Shodown fan who 
would give anything to see 
Haomaru and Amakusa fight 
for real, or 2) always wanted 


io see whats underneath 


Charlotte's armor. 
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900 MHz breakthrough! 


New technology launches 
wireless speaker revolution... 


Recoton develops breakthrough technology which 


transmits 


stereo sound through walls, ceilings and floors up 


to 150 feet. 


By Charles Anton 


f you had to name just 
one new product “the 


most innovative of the 
year,” what would you 
choose? Well, at the recent International 
Consumer Electronics Show, critics gave Recoton’s 
new wireless stereo speaker system the Design 






Crisp sound throughout your 
home. Just imagine being able to 
listen to your stereo, TV, VCR or CD 
player in any room of your home with- 
out having to run miles of speaker wire. 
Plus, you'll never have to worry about range 
because the new 900 MHz technology allows 





and Engineering Award 
for being the “most in- 
novative and outstand- 
ing new product.” 

Recoton was able to 
introduce this whole 
new generation of 
powerful wireless 
speakers due to the ad- 
vent of 900 MHz tech- 
nology. This newly 
approved breakthrough 
enables Recoton's wire- 
less speakers to rival the 
sound of expensive 
wired speakers. 


Recently approved 
technology. In June 
of 1989, the Federal 
Communications Com- 
mission allocated a 
band of radio frequen- 
cies stretching from 902 
to 928 MHz for wireless, 
in-home product ap- 
plications. Recoton, one 








150 foot range through walls! 


Recoton gives you the freedom to lis- 
ten to music wherever you want. Your 
music is no longer limited to the room your 
stereo is in. With the wireless headphones 
you can listen to your TV, stereo or CD 
player while you move freely between 
rooms, exercise or do other activities. And 
unlike infrared headphones, you don't have 
to be in a line-of-sight with the transmit- 
ter, giving you a full 150 foot range. 

The headphones and speakers have 
their own built-in receiver, so no wires are 
needed between you and your stereo. One 
transmitter operates an unlimited number 
of speakers and headphones. 





Recoton’s transmitter sends music through walls 
to wireless speakers over а 70,000 square foot area. 








stereo signals to travel 
over distances of 150 feet 
or more through walls, 
ceilings and floors with- 
out losing sound quality. 


One transmitter, un- 
limited receivers. The 
powerful transmitter 
plugs into a headphone, 
audio-out or tape-out jack 
on your stereo or TV com- 
ponent, transmitting mu- 
sic wirelessly to your 
speakers or headphones. 
The speakers plug into an 
outlet. The one transmit- 
ter can broadcast to an un- 
limited number of stereo 
speakers and headphones. 
And since each speaker 
contains its own built in 
receiver/amplifier, there 
are no wires running from 
the stereo to the speakers. 


Full dynamic range. 
The speaker, mounted in 


of the world’s leading wireless speaker man- 
ufacturers, took advantage of the FCC ruling 
by creating and introducing a new speaker 
system that utilizes the recently approved fre- 
quency band to transmit clearer, stronger 
stereo signals throughout your home. 


a bookshelf-sized acoustically constructed cab- 
inet, provides a two-way bass reflex design 
for individual bass boost control. Full dynamic 
range is achieved by the use of a 2" tweeter 
and 4" woofer. Plus, automatic digital lock-in 


AWARD WINNING WIRELESS SPEAKER 


















Built-in receiver Volume Power Tuning Tuned ports Don't take our word for it. Try it yourself. 

and amplifie 2” troveter | We're So sure you'll love the new award-winning 

The wireless Recoton wireless speaker system that we offer 

speaker and 4" woofer you the Dare to Compare Speaker Challenge. 

TERE Compare Recoton’s rich sound quality to that of 

tain con Individual left, right | апу $200 wired speaker. If you're not completely 
Eaa & mono switchand | convinced that these wireless speakers offer the 

receiver and Individual bass boost вата  outstandin 

amplifier. control (on back) Sn 

Signals are sound quality as wired 

picked up and Size: 9"H х 6"W x 5.5"L speakers, simply return 

transmitted Signal-to-noise ratio: 60 dB them within 30 days for 

as far as 150 pauio 3098 | ами "No Questions 

feet away iy bass reflex design h 

through walls 10 watts/channel RMS атрѕ | Asked" refund. 

without the Frequency Response: — — 

use of wires 50 Hz-18 KHz | Recoton's Design and 





Engineering Award 











Breakthrough wireless speaker design 
blankets your home with music. 


tuning guarantees optimum reception and 
eliminates drift. The new technology provides 
static-free, interference-free sound in virtual- 
ly any environment. These speakers are also 
self-amplified; they can’t be blown out no mat- 
ter what your stereo’s wattage. 


Stereo or hi-fi, you decide. These speak- 
ers have the option of either stereo or hi-fi 
sound. You can use two speakers, one set on 
right channel and the other on left, for full 
stereo separation. Or, if you just want an ex- 
tra speaker in another room, set it on mono and 
listen to both channels 
on one speaker. Mono 
combines both left and 
right channels for hi-fi 
sound. This option lets 
you put a pair of speak- 
ers in the den and get 
full stereo separation or 
put one speaker in the 
kitchen and get com- 
plete hi-fi sound. 


These wireless stereo 
headphones have a 
built-in receiver. 





Factory direct savings. Our commitment 
to quality and factory direct pricing allows us 
to sell more wireless speakers than anyone! 
For this reason, you can get these speakers far 
below retail with our 30 day “Dare to Compare” 
money-back guarantee and full one year man- 
ufacturer’s warranty. For a limited time, the 
Recoton transmitter is only $69. It will operate 
an unlimited number of wireless speakers 
priced at $89 and wireless headphones at $69 
each. Your order will be processed in 72 hours 
and shipped UPS. 


Recoton Transmitter (you must have a transmitter 

to operate speakers and headphones)............$69 $7 S&H 
Wireless products compatible with the Recoton transmitter: 
Recoton Wireless Speaker... 
Recoton Wireless Headphone: 


Please mention promotional code 165-NE1100. 











For fastest service call toll-free 24 hours a day 


800-992-2966 


To order by mail send check or money order for the total 
amount including S&H (VA residents add 4.5% sales tax). 
Or charge it to your credit card by enclosing your account 
number and expiration date. Send to: 


GRRE 
INDUSTRIES 


2820 Waterford Lake Drive Suite 106 
Midlothian, Virginia 23113 














NAME/ COMPANY 





ALONE IN THE DARK 3 
I-MOTION 


ATP TENNIS и 
SEGA 


BARKLEY: SHUT UP AND JAM 
ACCOLADE 


BLOOD SHOT 
DOMARK 


BRETT HULL HOCKEY ‘95 
ACCOLADE 


CADILLACS AND DINOSAURS v и v 
ROCKET SCIENCE 


CANNON FODDER v 
VIRGIN 


CORPSE KILLER v wv 
DIGITAL PICTURES 


CREATURE SHOCK v 
ATARI/VIRGIN 


CRIME PATROL 
AMERICAN LASER GAMES 


D-DAY OPERATION OVERLORD 
VIRGIN 


DARK FORCES 
LUCAS ARTS v 


DEMOLITION MAN 
ATARI и 


DESCENT 
INTERPLAY v 


DESERT DEMOLITION 
SEGA v 


DESERT STRIKE 


тно v 


DINOBLAZE 
VIRGIN 


DOMINUS 
US GOLD 


DONKEY KONG LAND 
NINTENDO 


DOUBLE DRAGON V 
WILLIAMS v 


DRAGONS LAIR 
READY SOFT v 


DRUG WARS 
AMERICAN LASER GAMES v 


EARTH WORM JIM: SPECIAL EDITION 
INTERPLAY v 


FANTASY STAR 4 
SEGA v 


FIFA INTERNATIONAL SOCCER 
THQ v 


FIGHT FOR LIFE 
ATARI 


FLASH BACK 
US GOLD v 


SES Հ 
Հ 
Հ 


< 
< 


< 
ԱՃ 


< = 


НАМЕ/ COMPANY 





FLASH BACK П 
US GOLD 


FULL THROTTLE 
LUCAS ARTS 


FUTURE ZONE 
ELECTRO BRAIN 


HARDBALL ‘95 
ACCOLADE 


HIGHLANDER 
ATARI 


INFERNO 
OCEAN 


IRON ANGEL OF THE APOCALYPSE 


SYNERGY v 


IRON ASSAULT 
VIRGIN 


JURASSIC PARK 2: THE CHAOS CONTINUES 
OCEAN 


KAWASAKI SUPERBIKE CHALLENGE 
TIME WARNER 


KINGDOM 
INTERPLAY v 


KIRBY'S AVALANCHE 
NINTENDO 


KIRBY'S DREAM HOUSE 
NINTENDO 


LORDS OF THUNDER 
SEGA 


MAD DOG 1: THE LOST GOLD 
AMERICAN LASER GAMES 


MAD DOG Мс CREE 
AMERICAN LASER GAMES 


MEGA MAN X II 
CAPCOM 


METAL HEAD 
SEGA 


IST 
SEGA 


MORTAL KOMBAT П 
ACCLAIM 


NBA ACTION ‘95 
SEGA 


NCAA ROAD TO THE FINAL FOUR 
MINDSCAPE 


RAPID DEPLOYMENT FORCE: GLOBAL CONFLICT 
ABSOLUTE 


RIST STAR 
SEGA 


AMURAI SHOWDOWN 
NC 


SATURDAY NIGHT SLAM MASTER 
CAPCOM 


SEAL OF THE PHARAOH 
PANASONIC v 


Հ 


< IN 


< 


НАМЕ/СОМРАНҮ 





SHINING FORCE 
SEGA 


SIM EARTH 
INTERPLAY 


SIMON THE SORCERER 
ACTIVISION 


SLAM CITY WITH SCOTTIE PIPPEN 
DIGITAL PICTURES 


SPACE ACE 
READY SOFT 


STAR FLEET ACADEMY 
INTERPLAY 


STAR REACH 
INTERPLAY 


STARGATE 
ACCLAIM 


SUPER BASES LOADED Ш 
JALECO 


SUPER R.B.I. BASEBALL 
TIME WARNER 


SUPREME WARRIOR 
DIGITAL PICTURES 


SURGICAL STRIKE 
SEGA 





v 
v 
v 
v v v 
v 
v 
v 
v 
v 
v 
v 


TOP SHAREWARE GAMES 
O PER DISK 


е Multi-Dimensional • Another Planet and • Tetris 3D 

* Duke Nukem 2 Theif Me with No Beer » Flight Simslators 

 Eternom ratewor © Roadwars 2000 e Kiloblaster 

x Halloween Harry * Major Stryker © Executioners 

: "n , е Mystery Manor ә Stratsys 

e Jill ofthe Junge © Spear of Destiny = Hockey ° Hugo's Whodonit 

e Redhook's + Megatron е Wofenstein 3D е Baseball 
Revenge * Blake Stone е Galoctix PLUS Many, 

© 3D Chess е Monster Bash е Bio Menace Many More 
FREE CATALOG INCLUDING WINDOWS, BUSINESS, UTILITIES, EDUCATION, GRAPHICS 


ADULT SOFTWARE GAMES 
SeXXcapades Girlfriend Pornmania CD-ROM 
The premiere adult board game. (he Virtual Woman. Artificial 5 wild adult games. Plus 1200 MB 
Over 5MB with 80 VGA movies ond — Intelligence. She learns your words. of movies on 2 CD-ROMS. 

SOUND. Reg. price 579. Adult versions — 2 girls. Reg. $120. S69 or combine with other 

Sale price $4! Our price 569. CD-ROMS below. 

Porntris Pornpipe - Adult Pipe юг Mozaik 

Adult version of Tetris. Reveal Windows. Reveal hidden movies Unscramble over 45 celebrities in 

hidden movies and pictures 05 you complete new levels. this adult jigsaw game. 

Porntris, Pornpipe, Mazaik: $35 each or all 3 for $89. 

INTERACTIVE CD-ROM MOVIES: Nightwatch, Seymour Butts, Dream Machine, Doors/Passion. 
CD-ROM MOVIES: SeXXcapades. . . The Movie, King Dong, Sex Games, Too Naughty to Say No. 

All CD-ROMS: $69 each or 3 for $149. 

ADD СИ . хе 5 
VISA/MC Orders Оп 100-243-1515 Ext. 600PA / 24 HRS / 7 DAYS 
FAX (215) 997-2571 е Ог СК/МО to:SeXXy Software, Р.0. Box 220., Dept. 600NA, Hatfield, PA 19440 








Introducing the GameBoy? Play It loud?" Series. Five killer new colors and a cool, 






Nintendo? 





Nintendo? 


clear storage case with room for five of your favorite games. 


(Hair dye not included). /ZT- gm 
Ni niendo [995 Nintendo of America Inc. 


The real Marvel" comic 
characters swing into action to stop an evil 
DNA disaster. But the Cloning Factory is 


no match for Cyclops’ awesome optical powers- 


especially when he gives ‘em the eye! 


Only SEGA” lets you live 
the adventure with the highest number of 
playable characters ever-including Magneto! 


Has this villain finally turned hero? к Play as Wolverine-or any of 
seven different X-Men’ and watch your mutant 


powers come alive! The only thing sharper than your, 
adamantium claws is your pure animal instinct! 











СМЕМ GAMESMASTER:S LEGACY: 







Our goal is to preserve classic video game magazines 
they are not lost permanently. 


People interested in helping out in any с 
please visit us af www.retromags 


pm 


available from the publishers themselves. | 
If you come across anyone selling releases from 
this site, please do not support them and do let us know. 


Thank you! 





